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in with the new 


We play “Magazine Makeover II” 


Welcome to the new-look Computer Games Magazine. This dramatic and compre- 
hensive cover-to-cover redesign represents a lot of hard work from our talented art 
staff headed by Terri Davis, who shares design credit with David Grenier and 
Brendan McWeeney. Starting with the cover, we've redesigned our logo to make it 
bolder and friendlier, with more emphasis on “Games,” changes that better reflect the 
actual tone and content of the magazine. As you may have already noticed looking at 
this page, we've redesigned the interior, opening up the pages to make them appear a 
bit less dense and claustrophobia-inducing without sacrificing the actual word count 
on each page—articles may, at times, look shorter, but it's more of an optical illusion. 
We feel they are more readable, with the information presented in a simpler and 
more aesthetically appealing form. 

Please send all feedback about the new look to us; we want to know what you like 
(and perhaps why you like it) and more importantly, if there's anything you don't 
like. Operators are standing by at editor cdmag.com. 

In addition to looking at article presentation, we've been giving a lot of considera- 
tion to content. Don't worry, we do not intend to become a console magazine any- 
time in the near (or distant) future, but we do plan on doing more detailed feature 
articles like Ben Sones' cover story on Neverwinter Nights and the history of 
Dungeons & Dragons. It's a fantastic read, full of amazing details about the world's 
most famous pen & paper game and its most advanced computer iteration. If you 
think that sentence on the cover is pure hype, read the article. Seriously. 

In addition to longer features, we suspect that you are interested not only in the 
standard news/reviews/previews articles that fill every game publication but also in 
articles about what to do with the games you own. We're not talking solely about 
standard hints and tips articles, which have some value but are generally difficult to 
get right—they're often either too simple or too complex, and we can't possibly 
devote enough pages to covering each end of the spectrum. Instead, we plan to 

devote more time and 
effort to articles about 

dd oe In addition to longer modifying and extending 

your games via Mod, 
map, level, and scenario 


features, we suspect that YOU аге design for major games. 


You'll be able to apply 


interested...in articles about many of the principles 


discussed in these articles 


what to do with the games you simil games, giving 


them even more value. 

We also receive many 
letters from people— 
mostly our younger and 
college-aged readers, or others who are just looking for a career change—wondering 
how to break into the game industry. The industry is still young enough for talented 
individuals to be able to make some headway in their attempt to enter it and build a 
career path—with the right approach. To that end, we're considering more feature 
stories like last month's "The Secret Weapons" (about how the folks at Stainless Steel 
Software recruited high-profile amateur gamers to help polish and balance their game 
Empire Earth). Next month we plan to include “True Confessions of the Game 
Testers," which talks about the most entry-level position in the industry, the place 
where most people would get their start. Future topics could include discussions of 
college courses for game designers and programmers, or industry figures talking 
about how they find their employees, and what they're looking for. 

As always, we're completely open to your suggestions. We have an enormous 
number of loyal readers, and your feedback is critical. We don't necessarily reply to 
every e-mail sent to us (especially the wonderfully weird, incoherent ones), but be 
assured that we read and consider every single suggestion, no matter how “out there" 
they may appear. The only dumb suggestion is the one not offered. e 
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The Mainstreaming 
of Microsoft 


The world's most powerful software company 
aims for the masses 


by Steve Bauman 


In most artistic fields, targeting the mainstream often has disastrous 
results. There's a fine line between giving the people what you think 
they want and creating quality things and hoping they follow. While 
doing the latter can create “art for art’s sake" (the end result being the 
entire New York art scene), but doing the former can lead to the kind 
of market-researched thinking that adds to movies the romantic love 
interest (to attract women viewers) or wisecracking kid partners (to 
give kids someone to identify with). 

The computer and console game industry is one of the only “artis- 
tic" fields where *mainstreaming" can actually produce a better prod- 
uct. At least that was the main topic of discussion at Microsoft's annu- 
al Gamestock press-only event. "We've struggled in this business for 
20 years trying to reach the mass audience," said Ed Fries, the vice 
president of games publishing at Microsoft in his speech that opened 
the event. *I don't think it's about making games for girls, or about 
sex and violence in games, and I don't think online gaming is going to 
suddenly change things and we'll break out into reaching this huge 
audience." He thinks it's much simpler then that. 

"We need to reach out to our audience and create things that are rel- 
evant to them, relevant to their lives and experiences. We need to have 
something to say to them." He feels developers ask the wrong ques- 
tions, and describing a game as a role-playing game or a real-time strat- 
egy game misses the point. “We should be asking, ‘What are you trying 
to say with this game. What do you want it to mean to people who 
play it.’ We need to make our goal to create not just entertainment but 
to create art. If we focus on making art rather then entertainment then I 
think we'll actually deserve to speak to the mass audience, and we can 
inherit our rightful place as the future of all entertainment." 
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Two-tiered assault 

They showed and allowed the 170 visiting 
journalists some hands-on time with the 14 
games—eight for Xbox, six for the PC—that 
represent Microsoft’s two-tiered assault on 
the masses. Unlike past Gamestock events, 
there was no Sidewinder hardware demon- 
strated, or any demos of the latest versions 
of Windows or DirectX (the next version of 
Windows, the strangely named Windows 
XP, was nowhere to be found). It was all 
about Xbox and games for that console and 
their PC lineup. 

And for good reason. Microsoft now finds 
itself competing not only with PC game 
makers but with what is arguably the 
world’s two most successful ones, Nintendo 
and Sega. Where Age of Empires II was in 
battle with StarCraft or Red Alert 2, they 
now have those same kinds of battles, plus 
the sublime Oddworld battling Sonic and 
Mario, games with signature characters that 
are... full of character. 

Xbox is clearly the machine they feel can 
best deliver a similar experience, and 
Oddworld: Munch’s Oddysee is their show- 
case of that type of character-driven game. 
“It’s about story, it’s about characters, this 
is the stuff that’s important to us,” 
explained Lorne Lanning, president and co- 
founder of developer Oddworld Inhabitants 
as he demonstrated the game while supply- 
ing all of the sound effects (and anyone 
that’s ever played an Oddworld game would 
realize this amounts to a strangely garbled 
way of saying things like, “Hello,” and 
“Okay”). “These are about characters that 
have dilemmas... our characters certainly 
aren't the muscle-bound superheroes we 
want to be, they’re like the poor sad 











schmucks we really are.” 

Playing the game itself, it’s an at-times 
incredibly fast-paced 3D platform game a la 
Sega’s Sonic Adventure for the Dreamcast 
(albeit with considerably better graphics) 
and in other cases it’s slower paced and 
more puzzle-like. In either case, it’s certain- 
ly an impressive demonstration of the abili- 
ties of the Xbox. 

Other Xbox games demonstrated included 
Amped, a snowboarding game that looks 
good and features real mountains and an 
interesting gameplay approach (instead of 
racing you try to gain notoriety by perform- 
ing cool stunts near photographers). Azurik: 
Rise of Perathia has impressive graphics and 
a fighting-game style combat interface, 
while Fuzion Frenzy is a party game for up 
to four players at the same console. 
Nightcaster is superficially similar to Azurik 
(they’re both fantasy-themed third-person 
action/adventure kinds of the things) and 
uses both analog devices on the Xbox con- 
troller to nice effect. Project Gotham is the 
codename for game from the creators of the 
well-received Dreamcast game Metropolis 
Street Racer, and finally, NFL Fever 2002, 
which is headed by Patrick Cook, who in 
his past lives created the TV Sports and 
Front Page Sports games. 
ungie's Jason Jones was on hand to 








demonstrate Halo, which is Microsoft's 
centerpiece launch title. While Microsoft is 
still being coy about release dates for a PC 
or Macintosh version of the game (of the 
other Xbox games, representatives explicit- 
ly said there would be no PC versions), the 
now first-person game still looks pretty 
wonderful (though other games have 
caught up visually). 





Back to the 
The PC games shown at the event included 
six titles: Dungeon Siege, Sigma: The 
Adventures of Rex Chance, MechCommander 
2, Flight Simulator 2002, Train Simulator 
and Zoo Tycoon. The last game is 
Microsoft's entry in the RollerCoaster Tycoon 
school of gaming; developed by Blue Fang 
(made up of former employees from 























Papyrus), it's a simple, easy to approach game 
and fun looking game with a great premise in 
keeping with Microsoft's mainstream approach. 

Sigma is a game that will undoubtedly be 
compared to Black & White, though they only 
share a superficial resemblance. "Sigma is a real- 
time strategy game," explained Alex Garden, 
CEO and lead designer for Relic Entertainment 
(creator of Homeworld), “but it’s what we call a 

streamlined one. It’s our take on 
the evolution of the genre.” 
The always quotable Chris 
Taylor, president and designer for 
Gas Powered Games, was there to 
talk up his Dungeon Siege. “One 
re thing we love is making it easy, 
| making it fast... it's all seamless," 
he said about his game. “And you 
can blow stuff up... I don't know 
what's up with that, but we all 
like that. I don't know how people 
are going to put this thing down... 
you'll probably just go, ‘oh shit, I’m shutting this 
thing off,’ but let's not get into that..." 

"This is the low hanging fruit of design," Taylor jokes, but his 
point is that it's best to have a simple interface with the complexity 
lying in the interactions, and that is the hallmark of a potential mass- 
market title. 














"The PC games business is dead... again, for the tenth time," joked 
Stuart Moulder, general manager of the games division of Microsoft, at 
a roundtable discussion that included Moulder, Taylor, Garden, Jordan 
Weismann (the creator of Battletech and designer of Crimson Skies) 
and Brian Reynolds of Big Huge Games (who have yet to announce 
their Microsoft-published game). Moulder doesn't really think the PC 
business is dead, as evidenced by the 15 PC games currently in produc- 
tion at Microsoft. “We continue to invest in the PC games business, it 
is a growing business." And they feel it can grow even more. 

The developers favor the PC as a platform for a number of reasons, 
particularly for its ability to allow users to create mods. “Do whatever 
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the hell you want, it’s your damn game,” said 
Taylor, and those who read the cover story 
on Dungeon Siege in our March issue knows 
that game will have tools to allow gamers to 
modify the original game. “We know that 1% 
builds this stuff for the other 99%, but that’s 
okay, that’s fine, because 1% of 300,000 or 
one million, whatever the number is—okay, 
26,000—that’s huge. So it means the commu- 
nity will have more content then they could 
ever need to have a new experience every 
day for no more then the $50 they spent on 
the game.” 

Garden feels this gives the product legs, low- 
ers the risks involved with the high costs of 
game development, allows them to take more 
chances, but most importantly that gamers 
win. “They get more and more experiences in a 
universe they know and love.” He says they’re 
creating Sigma as both a toy for gamers and 
developers, to give them what they’re calling 
an entertainment operating system. "We're try- 
ing to ship with a toolset and help people to 
extend this product in any way they want.” 
*[Mods] empower gamers and give them more 
control," added Weismann. “Instead of the 
very few creating entertaining for very many, 
which has been the Hollywood model for very 
many years, we're moving toward the audience 
creating entertainment for itself." 

As a company, Microsoft wants to do more with mods. “It’s an area where we can be 
more aggressive," said Moulder, “and it's a way to take things forward in a way people 
don't really expect, and I think it's something none of the other platforms offer, or will try 
to offer in the foreseeable future." 








Relic's Alex Garden preaches to the 
visiting journalists. 





Selling out 
But with mainstream success comes the notion that you've somehow sold out, something 
Taylor disagrees with. "You've only sold out when you make something you don't want to 
play," he explained, noting that his game is for the hardcore gamers but simple enough for 
just about anyone to play. "That's the day we need to switch over and move to porn." 
(He's kidding. Probably.) 

"There's no such thing as making anything for everybody," said Weismann. "You always 
choose your market." He feels game developers have the opportunity, and in some respects 
the mandate, to reach a larger market then they've historically chosen." Garden sees it pretty 
much the same way. *No matter how much you try to build it for a mass audience, you're 
building a product that is as appropriate as it can be for the masses, but is always based on 
the core vision you start with." 

“I think it's less of an issue of trying to think about how to broaden the appeal of a game 
but of how to make choices that don't narrow your appeal," said Moulder. "Don't require a 
player to read a 50-page manual to start your game, don't require that they have to master 
100 keys... avoid making choices to restrict your audience as much as you make choices to 
broaden it." 








Rating games 
When it comes to the final judgment of a game's quality, Garden had an interesting take: *A 
great game is one that appeals to the widest number of people, it's a game that's fun and com- 
pelling for the broadest possible audience. When you make a game that compelling and that 
broad, you create a community experience that people can share. 
So we need to stop focusing on the specifics of what our games are and how they work, 
it's what's the broadest, most compelling game experience we can bring to people." 
Garden uses his last game, Homeworld as an example. It received superb reviews and is 
beloved by a loyal core group of players, but as he says, "No one's playing it now. The 
mass audience said, 'It was really hard to play, it was really hard to move the camera, and 
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it was too hard.’ 

Weismann felt that too many developers 
were making games for themselves rather 
then looking at our responsibility for trying 
to make something that a much larger 
audience would want to play. “A fine 
artists makes art for himself, while a com- 
mercial artist makes art that communicates 
to everybody.” 

Whether or not games like Dungeon 
Siege or platforms like Xbox will communi- 
cate to everyone remains to be seen; there’s 
no proven formula for reaching bigger audi- 
ences, even when you're Microsoft. ө 






THE SIMS 
Maxis/EA Games 
Rating ж жжж2 


THE SIMS LIVIN LARGE 
Maxis/EA Games 
Rating X 


ROLLER COASTER TYCOON 
Chris Sawyer/Hasbro Interactive 
Rating Xxx 


HOYLE CASINO 2001 
Sierra 
Rating N/A 


DIABLO II 
Blizzard Entertainment 
Rating X» 


NASCAR RACING 4 
Sierra Sports 
Rating xxx 


AGE OF EMPIRES II 
Ensemble Studios/Microsoft 
Rating xxx 












LOOPY LANDSCAPES 
Chris Sawyer/Hasbro Interactive 
Rating Xxx 


RED ALERT 2 
Westwood Studios/EA Games 
Rating xxx 


SIM THEME PARK 
Bullfrog/Electronic Arts 
Rating Xx» 


EB 
LJ 


11. Who Wants To Be A Millionaire 2nd Ed. 12. Age 
Of Empires ЇЇ: The Conquerors 13. Combat Flight 
Simulator 2.0—Microsoft; 14. Sim Coaster EA 
Games; 15. EverQuest: Ruins Of Kunark—Sony; 16. 
Sim City 3000 Unlimited—Maxis/EA Games; 17. 


Oni—Gathering of Developers; 18. Half-Life Counter 


Strike—Sierra; 19. Half-Life: Game Of The Year 
Edition—Sierra; 20. NBA Live 2001—EA Sports 
List is based on units sold by forty-two retail chains, repre- 


senting more than 80% of the U.S. market. Source: NPD INT- 
ELECT® Market Tracking, Reston, VA. Month of Feb., 2001 
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Unrealer 


Epic lifts the wraps off stunning Unreal sequel 


by Jason D'Aprile 


A sequel was inevitable. Despite all the 
corporate turmoil that has happened to the 
game's publisher since the original Unreal 
was released, there was little question that 
its developer, Epic, would keep working on 
the engine and the franchise without slow- 
ing down. What was rather unexpected, 
however, is that the development of Unreal 
II would fall into the hands of someone else. 
In this case, it is Legend Entertainment, a 
company known for its many years of 
pumping out PC adventure games, but it 
gained the attention of Epic with the beauti- 
ful, under-appreciated, if somewhat flawed 
Wheel of Time. 

Much like the id games, the original 
Unreal was little more than an engine demo 
wrapped around a mediocre single player 
game. It was graphic beauty with a hollow 
core, complete with a storyline that went 
nowhere and gameplay that is only memo- 
rable at all thanks to a few key events in 
the game and lots of pretty lights. Unreal II 
is also scheduled to have lots of pretty 
lights—a whole lot more than the original, 
actually—but Legend's main man, Mike 
Verdu, also seems intent on making this 
sequel much more than simply a vehicle to 
show off a new engine. 

The sequel will take you back to the 
same setting as the first game, but the cast 
is almost completely different this time 
around. Take up the mantle of a Terran 
Colonial Authority Frontier Marshall—think 
of him as the sci-fi equivalent to an old 
west lawman—as he patrols his sector from 
the confines of the aging starship, Atlantis. 
The Atlantis is a decommissioned military 
craft refitted for civil service duty, with a 
crew of four. The other three crewmembers 
act as your eyes and ears, and help to move 
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Ultima Online 2 Canceled—Electronic Arts and 
Origin Systems announced that Ultima Worlds Online: 
Origin is halting production, with resources and team 
members transferred over to the existing Ultima 
Online. Origin is adamant that this refocusing will give 
it more resources for Ultima Online. “We are going to 
devote more attention to Ultima Online to grow [it] 
much larger," said Origin's David Swofford. Commonly 
known as Ultima Online 2, Origin was scheduled for 
release later this year, or possibly early 2002. It was 
designed not as a replacement for Ultima Online but to 
run parallel with the existing game, which could have 









the plot along—especial- 
ly your sexy Intelligence 
Officer, Aida, who is 
there to provide mission 
briefings and other 
important plot-enhanc- 
ing data. 

The game begins 
when your sector erupts 
in a wash of violence. 
Battles between aliens, 
the military, and merce- 
naries start exploding 
around you, forcing your 
hand. Seven of the plan- 
ets in the area hold 
ancient alien artifacts, 
and it would seem that 
everyone and his alien 
Uncle Bob wants to get 
their hands on them. But 
you're the law around here, so they'll have to 
get through the Atlantis and you first. 








[above] And for 
our next dish, 
Roast Skaarj! 





Mixing large 
indoor locates 
with the great 
outdoors, Unreat 
II will be pretty 
on the inside 
and out. 

















Tatking the talk 

It's within this simple plot framework that 
the game manages to branch out beyond the original game, and, indeed, most first person 
shooters. You'll be able to interact with your crew between missions while walking around 
the Atlantis, and occasionally you'll find NPCs who you can talk to planetside. The good 
thing about all this supposed chattiness is that it doesn't consist of non-interactive, boring 
cinematic sequences, but something the player can actually control. 

“We are trying to move the genre ahead a bit," Verdu explains. “We want the player to 
have conversations in real time— not the stilted, horrible ‘choose-a-dialog-statement-off-a- 
menu-while-the-NPC-does-an-awkward-idle-animation' conversations that are common." To 
that effect, the team is trying to make dialog choices work more like the commands you 
would give to bots in Unreal Tournament. "The dialog is state-based rather than being set 
up as endless 'statement/response' trees with conditional triggers," Verdu continues. “The 
flip side of this is that the dialogs will be short and to the point—your responses will gener- 
ally be a few words at most." 

Since the focus of Legend's design is on the single-player game, shooter fans may be able 
to safely look forward to a meaty and lengthy adventure in the world of Unreal. The game 








fragmented the audience. 
Origin was to have fully 
3D graphics, as opposed 
to the existing game's 2D 
top-down graphics, and 
was set in an unusual 
hybrid world that mixed 


Origin felt that add-ons like the upcoming 
Ultima Online: Third Dawn, with its new 
lands, creatures and worlds, will be enough 
to keep fans interested in the game.... 
Japanese get Xbox—The press and vari- 
ous analysts say you need Japanese devel- 
oper support for a console to be successful 


Ultima Online 


traditional medieval fantasy, a Jurassic Park-like set- 
ting, and a futuristic steampunk setting. With charac- 
ter design by Todd McFarlane, it certainly didn’t 

resemble the more classic-styled fantasy of the origi- 
nal Ultima games. With 230,000 existing subscribers, 


(though this didn't help Dreamcast; it's said America's 
own Electronic Arts’ lack of support killed that sys- 
tem). Microsoft has a development effort in Japan that 
is led by a former Sony developer, Toshiyuki Miyata. 
They have over 100 people workingon more 
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will contain about twenty-five levels (in 10 
settings) divided into thirteen story-driven 
missions. Gamers can expect to blow away 
hordes of bad guys in rain forests, under- 
ground tunnels, an alien city, industrial 
plants, starships, and of course, a lava-filled 
volcano world—after all, no shooter would 
really be complete without a lava level. 


Go boom 
And no shooter would be complete without 
plenty of cannon fodder and cannons either. 
Unreal II will have twenty-four different 
types of enemies to encounter and dismantle 
throughout the game. While only the Skaarj 
will be returning from the original game, 
many of the enemy mercs, aliens and sol- 
diers who are hotly pursuing both you and 
the alien artifacts may be quite standard. But 
the inclusion of species that are indigenous 
to each world should give every one of them 
a great mix of the unique and familiar. 

As of this writing, the complete weapons 
ist isn’t quite nailed down. Legend hasn’t 








Stunning vistas and picturesque landscapes to stain with blood should 
impress even the most jaded gamer. 











said exactly what old favorites will be returning, but a few guns are definitely headed to the 
front lines. Unreal II will likely end up having the most impressive flame thrower ever, thanks 
to the game’s improved particle and special effects engine, making sadistic roastings more 
enjoyable then ever. The Leech gun is an odd, Half-Life-ish device that fires life sucking 
leeches at the enemy, thus slowing them down and giving them a bad case of the creeps. 


The Takkra can fire drones that will home in on the enemy, or even better, they can 


form a defensive shield around you. Legend has given the old grenade launcher a twist as 
well, by offering up multiple shell types. From the standard frag grenades to EMP, gas, 
smoke, poison, and incendiary, to a cool time-warping stasis grenade, this one gun should 
provide ample methods of creating dysfunctional foes. All in all, about fifteen guns will be 
in the final game, including the more mundane standbys, like the machine gun, sniper rifle, 





and rocket launcher. 


You sure got pretty polygons... 


Unreal II is geared to give gamers some incredible eye candy. The newly updated engine can 
handle ten times the number of polygons in both characters and environments, which 
means the level of detail and refinement in everything you see should be nothing short of 
astounding. The engine will give level editors the chance to make huge, detailed outdoor 
environments as well, enabling the game to provide a far greater sense of scope for its maps. 
Characters will be taking advantage of the new skeletal animation system, allowing the 
various beings you encounter to move as beautifully as they look. “We can create large 
numbers of complex animation scripts for our characters and blend them on the fly," 
Verdu explains. *We also have controllers for individual components of the model that 
allow us to create dynamic facial expressions." And Legend's addition of the new particle 
system allows for realistically modeled fire, smoke, cloth, hair, and 


glass ever seen. 


Patience 











Japanese-specific games, a few of which may 
make it to the US. However, initial reports out of 
Japan are that the system and controllers are too 
big. A few weeks after Gamestock, Microsoft 
Chairman Bill Gates showed off a smaller con- 
troller designed for the Japanese market, but the 
big news was that Sega was on board with an 
11-title commitment for Xbox, with titles that include 
Jet Grind Radio Future, Sega GT, Gunvalkyrie and a 
new version of Panzer Dragoon... Infogrames hires a 
cop—tInfogrames has announced that the upcoming 
Alone in the Dark will feature music composed by 


Tribes 2 






against what hides іп the dark.... Return to 


weather effects, along wit 


While the game is than 
worthwhile single player experience, fans of Unreal Tournament 
won't have to wait for Epic's upcoming Unreal Warfare for more 
multiplayer action. Unreal II will have all of the options for LAN 
and Internet battles that s 
Deathmatch, team deathmatch, Capture the Flag, and some new 
game modes await the eager multiplayer, and with around twenty 
multiplayer-specific maps and the option to include bots to round 
the action out, Unreal II could very well replace Unreal Tournament 
as the ultimate in team-centric deathmatching. 





Stewart Copeland, 
the former drum- 
mer of the The 
Police. Alone in 
the Dark is a hor- 
ror/adventure title 
under development 
by DarkWorks and should be released sometime this 
spring. The game seeks to recapture the feeling of the 
original survival terror franchise. It is perhaps the first 
game to boast that your flashlight will be a weapon 








h some of the coolest looking breaking 


fully focusing on providing a solid, 





hooter lovers have come to expect. 





With a scheduled release date sometime in the first quarter of 2002, 
there's still quite a wait for Unreal II. Cynical gamers might recall the 
years of hype surrounding the original game, and the disappointment 
over the buggy, lackluster end result, but hopefully Legend's experi- 
ence in spinning involving stories and adventures will prove to be 
the perfect ingredient for mixing Epic's impressive technology into 
something more than a full-priced engine demo. e 


< NEWSWIRE 
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Homeworld—Sierra has announced the development 
of Homeworld 2, the sequel to the spaceship-based 
space strategy game Homeworld, developed by Relic 
Entertainment. Sierra’s announcement included only a 
link to a Homeworld 2 web site, which, after some 
quick math, you will find it should actually have some 
content on Wednesday, May 16, 2001. You can cut 
the tension with a slightly dull knife....Buy Tribes 2 
for $100—How would you like to buy the Tribes 2 
engine technology for the low, low price of $100? 
Start up developer and publisher GarageGames (made 
up of former Dynamix team members) announced N 
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Hogan's Heroes 


Prisoner of War is the first prison camp action game 
by Robert Mayer 


In the tradition of The Great Escape, Von Ryan's Express, and the oh-so-wacky Hogan’s 
Heroes, Prisoner of War is a third-person action adventure where you control a series of four 
Allied officers attempting to escape from the Nazi prison camps in which they languish. 
Eventually they'll meet up in Colditz for a joint escape effort at the game's climax. The game 
takes place in 1941, and features US, British, Dutch and French characters (though as the US 
entered the European war on December 10, 1941, what an American is doing in a German 
POW camp is somewhat puzzling). 

The game promises a mix of stealth and action, and the screenshots show a lot of skulk- 
ing about, as you attempt to avoid and outwit your captors. In a nod towards realism, pub- 
lisher Codemasters says the game will include a “herding” feature. “If you should stop 
playing for a certain amount of time, the AI will take over and your character will begin to 
automatically perform the daily tasks of a prisoner of war," says Codemasters representa- 
tive Alex Josef, because idle POWs are objects of suspicion. 

As for action, you will supposedly be able to craft your own action sequences depending 
on how you choose to make your escape, and if you stick with stealth you will face a con- 








Is that...Hitler watching over you? 





stant struggle to stay out of harms way. 
Each character specializes in a different 
skill, from stealth to linguistics, and the 
game will model each prison camp in 
detail, offering you a chance to use those 
skills to great effect. 

Prisoner of War is due out for the PC and 
the PS2 this fall. e 





Homegrown 


Black Isle creates its own role- 


playing universe with Torn 
by William Abner 


Over the past five years, Black Isle Studios 
has cranked out some of the best computer 
role-playing games in the history of the 
genre. From Fallout to the Baldur's Gate 
series, the company has an impressive 
resume. With its latest game, Torn, the 
developer departs from using pre-existing 
gaming worlds and enters a world of its 
own creation. Torn is a genuine Black Isle 
design through and through. 

Developed primarily by the teams that 
brought you Planescape: Torment and 
Icewind Dale, Torn plops you into the role of 
a hero; an anti-hero of sorts that is cursed to 
bring misfortune on places that you visit and 
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N their plans to release their version of the Tribes 2 
engine (minus all the Tribes 2 copyrighted material) 
for that exact price. The catch (and there is always at 
least one) is that anyone who wants to publish a 
commercial game using the technology must do so 
with GarageGames who will take a percentage of 
the royalties from the game's sales.... Eidos trades 
Frog—Eidos announced Trade Empires, a game from 
Frog City Software where you trade your way 
through human history. It's a real-time episodic 
game that begins at the dawn of civilization and pro- 
gresses through the 19th Century. Your goal is to 





travelers that accompany you on your journeys. This is the driving force of the story—to dis- 
cover the origin of this curse and to find release from such a dreadful malady. 

The game uses a three-quarter perspective 3D engine driven by the LithTech 
Development System. The rules set is similar to that used in the Fallout series, meaning 
that players are not limited by rigid class restrictions. Race (there are six to choose from) 
skills, traits and perks define the character and allow for a nearly infinite number of char- 
acter personalities and role-playing scenarios. 

Another similarity to the Fallout games is that you will be able to play the game in any 
way you choose. You can play an insanely evil 
character or a goody-goody that talks a good 
game but avoids hand-to-hand combat. The 
choice is yours. And the world around you will 
react accordingly. 

Up to six players can join a multiplayer game. 
The host will control the main character (the 
cursed one...) and the other players control 
characters of their own creation, rather than 
being forced to play an NPC. 

Black Isle is hoping the world of Torn will 
catch on as the company considers this to be the 
first chapter in a string of potential stories in the 
land of Agathe. e 





This sure doesn't look like Fallout or 
Icewind Dale. 

















and Valve Software released an OEM version of 
Half-Life (containing the first quarter of Valve's 
first person shooter) in September 1998 for 
selected hardware products. Then the full version 


begin at the 
dawn of history 
and establish 

trade networks 


in an effort to of the game was released in November 1998. 
finish the game Then we had the Half-Life: Game of the Year 
with a great Trade Empires Edition (containing Half-Life and the mod Team 


trade empire. 

The basic model of the game is to produce and 
deliver commodities in order to make more money 
than anyone else.... No Half-measures for Half- 
Life—ln case you're keeping score at home, Sierra 


Fortress Classic) in mid 1999. Then we had the 
Half-Life: Opposing Force add-on pack (created by 
Gearbox Software) in late 1999. Then we had Half- 
Life: Adrenaline Pack (containing Half-Life, Opposing 
Force, and Team Fortress Classic) in early 2000. i 
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"THE MOST INVOLVING, INNOVATIVE 
ACTION GAME YOU'VE PLAYED IN 
YEARS. DEFIANTLY ORIGINAL, SOAKED 
IN STYLE, FIENDISHLY WELL-WRITTEN, 
AND SPORTING ONE SEQUENCE OF 
JAW-DROPPING ACTION AFTER 
ANOTHER...THE ACTUAL GAMEPLAY 

IS FLAY-OUT BRILLIANT." 

— PC GAMER 





"CHOCK FULL OF MIND-BLOWING GUNPLAY. BUT AT EVERY TURN, A NEW "BEING IN CONTROL OF WHEN YOU DIVE AND ROLL IN SLO-MO GIVES YOU "MAX PAYNE IS SIMULTANEOUSLY AN ABSORBING CRIME DRAMA, A STUNNING 
AND CLEVER PIECE OF NOIR 90 ORYTELLING WILL MOTIVATE YOU FORWARD АМ INVENTIVE ADVANTAGE OVER YOUR OPPOSITION..AND HAPPENS TO ВЕ VISUAL ACHIEVEMENT OF CINEMATIC AMBITION, AND A RELENTLESSLY 
AND ILLUMINATE THE ACTION." * THE MOST FRICKIN COOL DEVICE EVER EMPLOYED IN AN ACTION GAME,”  — REWARDING SHOOT-EM-UP." * 


PREPARE FOR A NEW BREED OF DEEP ACTION GAME. JOURNEY INTO THE RATING PENDING 
GRITTY BOWELS OF NEW YORK CITY DURING THE CENTURY'S WORST үл 
BLIZZARD. MAX PAYNE. THE FIRST EVER PHOTO-REALISTIC REAL-TIME 
3D GAME. WHEN YOUR BACK IS AGAINST THE WALL AND YOU HAVE 
NOTHING TO LOSE...PREPARE FOR PAIN. 


COMING 2001 TO PC AND THE PLAYSTATION@2 COMPUTER ENTERTAINMENT SYSTEM = cpu 


Deveiopeo BY E PUBLISHED BY 


PC 
Q a 95 ba [R (R) Li PlayStation. Ra 
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Bringing Back the Offensive 


Soldier of Fortune 2 provokes pacifism once again 
by Cindy Yans 


Raven Software’s Soldier of Fortune delivered more arterial spray to the public than most 
games in recent memory. Raven believes that its sequel is less likely to make the squea- 
mish cringe, or politicians burn, but nonetheless, it’s still a shooter and it’s on its way for a 
winter delivery. 

Soldier of Fortune 2 employs the Quake III: 
Team Arena engine and its own second gener- 
ation GHOUL II and ROAM Terrain System 
technology to allow you to ride in armored 
trucks and tanks and operate fixed machine 
guns aboard moving helicopters, surrounded 
by detailed skeletal animations. The system 
uses “per pixel hit location” to bring us more 
realistic damage modeling (i.e. “gore”) than 
ever, although this time around you'll be able 
to use stealth and subterfuge, rather than 
decapitation, to overcome obstacles. 

You once again take the role of John 





United Nations, here we come. 











Mullins, a real-life Green Beret and merce- 
nary who serves as not only the main char- 
acter, but as the development team's right- 
hand consultant in matters of weapon 
development and tactics. As Mullins, you 
must tackle a wide range of missions from 
search-and-destroy to hostage rescue and 
intelligence gathering. The missions play out 
in a more intricate storyline involving the 
prevention of a deadly engineered virus. 

The game will take you through many 
scenarios, including a flashback to Soviet 
era Prague, terrorist strongholds in 
Colombia, a massive ocean liner en route to 
Tampa Bay, a Hong Kong prison, and a top 
secret underground complex in Kamchatka. 
To increase the game's longevity, they are 
including a generator that will create ran- 
dom terrain missions with set goals. 

With more story and substance, and 
potentially less carnage and butchery, 
Soldier of Fortune 2 may teach us a gentler 
way to gut the neighbors. e 





A Lovely Ensemble 


RTS III seeks a name for itself 
by Cindy Yans 


In his “Guidelines for Developing Successful Games,” 
Ensemble Studios’ Bruce Shelley says, “Games that imitate 
without differentiation and innovation are considered clones. 
Clones are usually commercial failures.” But he also indi- 
cates that the franchise is a whole other ballgame. While the 
Age of Empires creator and company have been saying little 


about Ensemble’s future plans, fans of the franchise knew 
Only better. 





Yes, it does look a bit like Empire Earth. 


interaction with “rare and fan- 
tastic creatures.” 

RTS III will be in full 3D 
using Ensemble's proprietary 
BANG! Engine which has been 
in development for quite a 
while, but also which is, not 
surprisingly, under wraps at 
this writing. Ensemble does 
promise “new ideas, new looks, 
and new features" though... 

Now, we can talk franchise all 





that a follow-up strategy game would be simply a no-brain- 
er. As expected, Ensemble has recently announced that it is 
currently working on its next “blockbuster product." The insanely creative working title for 
the product is RTS III, and it is, of course, a real-time strategy game that intends to follow in 
the footsteps of its Microsoft-published predecessors. 

The setting for RTS III will be during what Ensemble is calling an "age of mythology." You 
will choose a civilization and become its guiding spirit, using its heroes and cultural resources 
to gain world domination. With respect to mythological ties, you need to act in ways that will 
gain the favor of your civilization's particular gods. More *otherworldly" features will include 
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N Then we had both Half-Life: Counter-Strike (a 
stand alone version of the popular Half-Life mod) and 
the Half-Life Platinum Edition (containing Half-Life, 
Opposing Force, Team Fortress Classic, and Counter- 
Strike) in late 2000. And now we can expect to see 
Half-Life: Blue Shift, a new stand-alone adventure 
from Gearbox that was originally supposed to be an 
exclusive episode with the Half-Life Dreamcast port, 
coming to the PC in June. Got all of that? Just check- 
ing.... Strategy First on a train—Strategy First has 
announced that it will publish Flying Lab's train 
empire strategy game, Rails Across America. The 


game allows 
you to control 
a vast network 
of thousands 
of trains run- 
ning over hun- 
dreds of tracks 
across the 
country. You compete with the Al or other human 
players in order to gain a larger share of the rail ship- 


S M 
Rails Across America 


through good management and meeting goals in dif- 





ping market in each city. Your goal is to earn prestige 


we like, but so far the game has 
not announced a publisher. It'll 
be interesting to see how innovative the pub- 
lisher is able to become when cementing a 
title for this project, which is certain to 
extend well into the year 2002. They certain- 
ly cannot call it Myth. e 








ferent eras. Strategy First plans to release it in 
August, 2001.... Maybe it's just depressed— 
French publisher UbiSoft continued its massive pur- 
chasing binge of gaming companies as it acquired 
the gaming division of The Leaning Company, which 
the Gores Technology Group had purchased from 
Mattel only six months earlier after the toy compa- 
ny's unhappy experience with it. The deal should be 
a sweet one for UbiSoft since it now has the rights 
to publish Myst Ill: Exile, which has a huge potential 
audience.... e 
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Мо Base Building, 
No Resource Gathering, 


Just Pure Strategy 
and Glonigus Combat! 
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World War Il Online™ is an entirely new era of 
massively multiplayer online game. It combines air, 
ground, and sea combat in an online, persistent, 
action-packed environment. You have been drafted to 
fight with and against thousands of others in one of 

г the most influential battles of the 20th century. 


World War ЇЇ comes to life in this online battlefield 
with historically accurate and detailed weapons 
including aircraft, tanks, anti-aircraft guns, trucks, 
rifles, grenades and much more! As a soldier you 
can move through the ranks to one day command 
and plan your own missions or stick it out as 
a grunt, defending your country. 


With groundbreaking physics and unparalleled 3D 

sounds, prepare to be fully immersed into the battlefields 

of Europe. Fight as a foot soldier, alone, or in a troop. 

Fly a fighter plane or a bomber. Drive a tank or man 

| s. All in first person and in the biggest, 
persistent online world ever. The outcome is 

not set; it is time for YOU to make history. 


“One big fat action 
packed experience” “Check out the world’s first 


-IGN- massively multiplayer FPS” 
-Gamespy- 








БИШ ЕЕТЕС 


THE VIRTUAL BATTLEFIELD | == 
DOES EXIST... | 


Distributed 





гагыи ЧЕ 


©2001 Strate [ДШ tights reserved. World War II Onine is a trademark of Playnet.com. Ай rights reserved. All other trademarks and copyrights are the properties of their respective owners. 





D by Benjamin E. Sones 


‘The Jong, Siran e [oarney 
-of The King of Role- Playing Games 
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THE SOMETIMES TROUBLED HISTORY 
OF DUNGEONS & DRAGONS 


WHAT IS A ROLE-PLAYING GAME? 

Very likely the first thing that comes to mind is Dungeons & Dragons, a 
game that has been practically synonymous with role-playing since it 
launched the hobby nearly thirty years ago. Since then, the game has been 
reworked into several different products and gone through numerous revi- 
sions. It has been translated into more than a dozen languages and sold in 
50 countries. It has inspired books—including several New York Times best- 
sellers—10 different comic book collections, two magazines, a television 
series, a feature film, toys, action figures, and countless computer games. 

The introduction to the 3rd Edition Player’s Handbook describes role- 
playing as a process in which “you create a unique fictional character that 
lives in your imagination and the imaginations of your friends. One person 
in the game, the Dungeon Master (DM), controls the monsters and the peo- 
ple that live in the fantasy world. You and your friends face the dangers 
and explore the mysteries that your Dungeon Master sets before you.” 
That’s Dungeons & Dragons in a nutshell—a game so radically different 
from anything that had come before that it has forever changed the world 
of gaming. It’s a game about pretending, a game about storytelling, and a 
game that eschews the concepts of winning and losing because the act of 
playing is its own reward. 

Dungeons & Dragons co-creator E. Gary Gygax has his own take on the 
nature of the hobby. “It seems to me that if anything, rather than ‘role- 
playing’ being the most important, ‘role assumption’ is the most important. 
That is, to put yourself into the shoes of that make-believe character and 
try to think and act as would that person. That doesn’t mean you have to 
stand and give a soliloquy to bore the other players with, but to be acting 
and thinking in-game.” 

Before 1974, “role-playing” was a term reserved for psychology text- 
books. Perusing the new 3rd Edition rulebooks, you might never guess that 
the game actually evolved from miniatures wargaming, despite the hobby’s 
enduring ties with metal miniatures and wargaming terms such as “cam- 
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paign” and “morale” (which remain a part of the 
role-playing lexicon to this day). The road that 
brought the game where it is today is a long and 
strange one, however, filled with more obstacles 
and mine fields than a wargamer’s sandbox. 

It all started, oddly enough, in Prussia. 


LITTLE 
WARS 
According to 
Victor 
Raymond’s 
essay A Brief 
History of Role- 
playing Games, 
the hobby of 
wargaming 
traces its roots 
back to the early 
nineteenth cen- 
tury. A Prussian 
staff officer— 
von Reisswitz— 
developed a 
game devised to 
recreate military 
conflicts with 
topographical 
maps and metal 
miniatures. The 
game, called the 
Kriegspiel, used 
dice to resolve combat and was quickly adopted 
as a training aid for Prussian officers. 

Wargaming grew in popularity not only as a 
tool for the military, but also as an underground 
hobby with fans in every corner of the world. By 
the 1960s, there were wargaming clubs in most of 

the major cities in America with enthusiasts 
recreating nearly every type of con- 
flict imaginable, including histori- 
cal battles. That’s about the time 
that the International Federation 
of Wargaming appeared. 
“The IFW was co-founded by 
Bill Speer, Scott Duncan and 

I... oh, I don’t know, I’ve lost 

track—in '63 probably?" 
Gygax fondly reminisces. "I 
said you know, let's do 
a real organization, 

instead of one of 
these 'conquer the 
world' things. 

You know, ‘we'll 

beat you at D- 

Day, and then 

we own the 

United States,’ or 

whatever. So we 

got together and 
had this organi- 
zation. I was ini- 


Dave Arneson, co-creator of 
Dungeons & Dragons. 





Е. Gary Gygax, co-creator 
of Dungeons & Dragons. 
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tially the secretary—I don’t really know what I was, really—but we got up 
to about 600 or 700 people. Which isn’t bad, considering that there 
weren’t any computers around in those days. Had there been computers 
and the Internet, it would have been much larger.” 


CHAINMAIL 

The IFW had a number of foreign members, but for the most part it was 
based in the American Midwest (Gygax himself lived in Lake Geneva, 
Wisconsin). There were a number of different special interest groups with- 
in the organization, based on specific historical periods. Gygax had a par- 
ticular interest in medieval battles, and founded his own group within the 
IFW called the Castle & Crusade Society. Together with Jeff Perren he put 
together a set of 1:20 (each figure on the battlefield represents twenty 
men) rules for medieval wargames, based on a set of rules originally creat- 
ed by Perren. After some revision, 
they added a set of 1:1 rules, in which 
each figure on the battlefield repre- 
sents one man, and a set of guidelines 
for simulating jousting tournaments 
with teams of knights. Gygax and 
Perren published these rules in the 
late 60s under the somewhat 
unwieldy title Lake Geneva Tactical 
Studies Association Medieval Military 
Miniatures Rules. 

The Castle & Crusade Society was 
quick to embrace the rules, and 
Gygax and Perren added new ideas 
and supplements as quickly as they 
could cook them up. Inspired by 
authors such as J.R.R. Tolkien, Fritz 
Leiber, and Robert E. Howard, they 
created a supplemental set of fantasy 
rules that took wargaming out of the 
realm of history altogether. Archers 
and pikemen gave way to orcs and elves, heroes and wizards, fairies and 
dragons. In 1971 Gygax and Perren republished their revised medieval 
warfare rules—along with the fantasy supplement—as Chainmail: Rules 
for Medieval Miniatures. The publisher was a tiny company called Guidon 
Games that operated out of Gygax’s basement. “That fantasy supplement 
was the tail that wagged the dog,” explains Gygax. 

Chainmail did not pretend to be anything other than a wargame, albeit 
a somewhat unusual one. Still, it planted a lot of the seeds that would 
later find a place in the Dungeons & Dragons rules. “Heroes had four dice 
instead of being fourth level,” Gygax explains, “and superheroes had eight 
dice instead of being eighth level, and wizards were basically two dice 
guys who could throw fireballs and lightning bolts and so forth. In fact for 
a long time, the burst radius of the wizard’s fireball was the burst circle 
for a catapult, and the lightning bolt was very much like the old cannons 
used in medieval warfare. We would use the regular military miniatures 
rules for the spells.” 

There had always been an element of role-playing in most wargames, 
however, even if it wasn’t an explicit part of the rules. One player might be 
playing the role of a Viking chief, another the role of a Thane or the leader 
of a hill fort. The game was about commanding the troops, but part of the 
allure was the fact that you were the commander. “Have you ever played 
Diplomacy?” Gygax asks. “To put yourself in the role of the Kaiser, or the 
arch-duke, or the Sultan of the Ottoman Empire and so forth... there was 
always a little role-playing in most miniatures games, and in Diplomacy.” 


AN ARMY OF ONE 
Dave Arneson was the founder of yet another wargaming group—the 
Midwest Military Simulation Association, at the University of Minnesota in 





Chainmail is the wargame 
that started it all... 














Minneapolis-St. Paul. He was also a member of the IFW, 
although he didn’t meet Gygax until later. “I met Gary at 
an early Gen Con—1970 as I recall,” Arneson says. “We 
collaborated on a sailing ship game called Don’t Give Up 
the Ship that I tested at that year’s Gen Con.” 

Gen Con started as a small weekend gaming event 
organized by Gygax and other wargamers from the Lake 
Geneva area. The name is an abbreviation for “Geneva 
Convention,” something of an inside joke among the 
wargaming crowd. In 1968, the event became a full- 
blown official convention, and drew nearly 100 atten- 
dees. Last year’s convention—which hosted everything 
from role-playing games to computer games to the old 
standby, wargames—took place at the 800,000 square 
foot Midwest Express Center in Milwaukee, where it 
hosted roughly 21,000 people from all over the world. 

Guidon Games published Don’t Give Up the Ship, 
which provided rules for Napoleonic-era naval battles, 





in 1971. By that time, Arneson and Gygax were well on the end of the first 


their way to better things. 

In 1970, Arneson created a scenario using the 1:1 
variant of the Chainmail rules in which a small group of 
characters had to sneak inside a stronghold and open 
the gates from the inside. The scenario represented a remarkable shift in 
focus from past wargaming by placing the emphasis on heroic adventuring 
rather than on military conquest. Arneson brought the scenario to Gen 
Con in 1971, where Gygax (among others) had a chance to play it. 

That scenario launched Gygax and Arneson in an entirely new creative 
direction. Their games rapidly became less about commanding armies and 
more about enacting the role of a single character on heroic quests. “We 
were playing this game where you are this guy, right there, and if he got 
killed, it was over,” says Gygax. “The game went a long way into explor- 
ing the subterranean world. Then it started to become a matter of whether 
you had a sword or an axe, and a backpack, and rope and spikes and all 
these spelunking tools... That was Dave’s main thing, to start as a zero 
level hero and go from there.” 


THE FANTASY GAME 

The concept of character advancement—the idea that you build your char- 
acter’s skills by accumulating experience points—was only one of the 
things that Arneson was working on. It was probably the most important 
from a role-playing perspective, however. Allowing characters to develop 
and grow in power made players grow more attached to their characters. 

They were no longer generic men on a battlefield—they were fictional 

heroes with their own histories and per- 
sonalities. 

The Castle & Crusade 
Society had a common map 
that they used for their fan- 
tasy games, portraying the 
territory of the “Great 

Kingdom” and it’s surround- 
ing environs. Dave Arneson 
laid claim to a portion 
of the Great Kingdom 
to use in his own cam- 
paign—a boggy area 
called Blackmoor (an 
oft-cloned region for 
role-playing games 
through the ages)— 
and began to experi- 
ment with a very 


















David Megarry’s 
Dungeon! board game. 


“Chainmail had a 
fantasy section. 
Otherwise it was strictly a 
set of miniatures 
wargame rules with no 
role-playing. Certainly 
the Spell section proved 


to be inadequate even by 


dungeon crawl." 


different style of gaming. 

It rapidly became evi- 
dent that the Chainmail 
rules were not up to the 
task. They worked fine for 
wargaming, but some of 
the mechanics were not 
well suited to the theme of 
heroic adventure, around 
which Arneson wanted to 
base his campaign. One of 
the problems was how 
damage worked. 
Characters in Chainmail 
basically had two states— 
alive or dead. “I used 
Chainmail for about a 
month before switching its 
matrix-based combat sys- 
tem of ‘winner-take-all’ to 
the Armor Class, Hit 
Points, and Hit Dice sys- 
tem that is still used 
today,” explains Arneson. “After the first game it 
was obvious that none of the players liked the sud- 
den death of the matrix.” 

Arneson made modifications to the rules, and 
recorded all of his changes in a fat little notebook. 
Role-playing a heroic character became the prima- 
гу focus of his campaign. “Chainmail had a fantasy 
section,” he explains. “Otherwise it was strictly a 
set of miniatures wargame rules with no role-play- 
ing. Certainly the Spell section proved to be inade- 
quate even by the end of the first dungeon crawl.” 

The “dungeon crawl” was yet another new con- 
cept that Arneson created. Players would guide 
their characters through dark underground caverns 





filled with monsters, traps, and treasure. Arneson's . 


dungeon crawl games revealed yet another incom- 
patibility with wargaming, however—it was 
extremely difficult to represent multiple levels of 
caverns on a wargaming tabletop. "Blackmoor 
quickly took the game off the table and onto graph 
paper," he explains. 

Replacing the world of tabletop maps with the 
much richer world of imagination and verbal 
description opened up entirely new avenues for 
the players to explore. "The biggest challenge was 
the constantly expanding set of rules, drawing 
maps, and trying to keep the players from wander- 
ing into places that had not been made up yet," 
Arneson says. 

When Gygax saw what Arneson had done with 
his miniatures rules, he was impressed. "I had 
mines and counter-mines in Chainmail,” he 
explains in reference to Arneson's dungeons. “You 
know, when you're doing it on a tabletop, though, 
you still can't dig under the sand; you have to use 
paper and pencil for that. So Dave said ‘look at 
this, I’m running this campaign,’ and I said ‘well 
look at that—I think you have something there.’” 

The pair began their second collaboration in 
1972. Arneson passed his fat little notebook on to 
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Gygax, who took Arneson’s concepts and wrote 
them up as a new set of rules that they dubbed 
The Fantasy Game. “Getting it all ready for publi- 
cation called for a great deal of collaborative 
work,” Arneson recalls, “not between just Gary 
and me, but including some of the original players 
like Dave Megarry, who did Dungeon!, and Rob 
Kuntz, who did Greyhawk.” 


DUNGEONS & DRAGONS 
The Fantasy Game had one major problem— 
nobody wanted to publish it. The team pitched it 
to Avalon Hill, a well-known board game publish- 
er, but the company turned it down. The game 
was too open ended, they claimed— no self- 
respecting wargamer would want to play a game 
that offered no definitive way to win. Other pub- 
lishers expressed similar concerns. 

In 1973, Gygax determined that if they wanted 
to publish the game that they were now calling 
Dungeons & Dragons (a suggestion from Gygax's 
wife), they would have to do it themselves. He 
contacted his friend, Don Kaye. "After Gen Con 
that year we formed a partnership, Don and I, and 
we published Cavaliers and Roundheads: Rules for 
the English Civil War, by Jeff Perren and Gary 
Gygax. We knew that wasn't really our hottest 
prospect, but it was all we could afford to put out. 











vis ter nt 
aset? ш ийм 


anason 
EIL 


x 


[left to right] Men & Magic featured rules for char- 
acter creation and combat resolution. 


Monsters & Treasure was the original equiva- 
lent of the Monster Manual. 


The Underworld & Wilderness Adventures was a 
rough guide оп how {о run а campaign. 


The original Dungeons & Dragons boxed set 
recommended Avalon Hill's Outdoor Survival 
board game as supplementary material. 
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And then as that sold we were building towards getting enough money to 
do Dungeons & Dragons.” Kaye and Gygax called their new company 
Tactical Studies Rules. Arneson and another man, Brian Blume, joined the 
company later. Blume bought in as an equal partner and provided much 
of the funding for the game. 

Tactical Studies Rules finally published Dungeons & Dragons in January 
of 1974. The game came in a small box and consisted of three rulebooks— 
Men & Magic, Monsters & Treasure, and The Underworld & Wilderness 
Adventures. The subtitle on the box (and on each of the rulebooks) read 
“Rules for fantastic medieval wargames campaigns playable with paper and 
pencil and miniature figures.” As groundbreaking as the game was, it still 
held firmly to its wargaming roots. 

The introduction to the game recommended additional materials as 
game aids—a board game from Avalon Hill called Outdoor Survival (as a 
resource for “off-hand” wilderness exploration), the Chainmail rules (as 
an alternate combat system), and a set 
of polyhedral dice. The dice are some- 
thing that Gygax came across in a 
school supply catalog, and later sold 
through Tactical Studies Rules. They 
were small plastic Platonic solids with 
numbered sides, presumably for use 
in geometry classes. Arneson had pur- 
chased his own twenty-sided dice 
sometime earlier, from a company in 
England that later went out of busi- 
ness. “I had the only three sets of d20 
known to exist, at that time, in the 
USA,” he explains. Later versions of 
the game came with numbered card- 
board chits that you could draw at 
random out of a cup; dice did not 
come with the game rules until 1981. 

The rules offered three character 
classes (fighting-men, magic-users, 
and clerics) and four different playable 
races (humans, dwarves, elves, and 
halflings—the rules interchangeably 
referred to the latter as “hobbits” until 
the Tolkien estate stepped in and requested that the company kindly cease 
and desist). Human characters could be of any class, but elves were 
restricted to fighting-men and magic-users, while dwarves and halflings 
could only be fighting-men. You created a character by rolling 3d6 (three 
six-sided dice) six times and applying the scores to six abilities—Strength, 
Intelligence, Wisdom, Dexterity, Constitution, and Charisma. Each of the 
first three scores was a “prime requisite” for one of the character classes 
(Strength for fighting-men, Intelligence for magic-users, and Wisdom for 
clerics). Gygax also added an alignment system (a rule that Arneson was 
not overly fond of) to quantify each character’s ethical leanings as lawful, 
neutral, or chaotic. 

The game was an overwhelming success, at least by wargaming stan- 
dards. “In about ten months we'd sold 1,000 copies," explains Gygax. 
“They were flying out the door. We had thought it was going to do well, 
because everyone liked the Chainmail fantasy. We didn’t have any adver- 
tising, though—I think we ran a few little business card-sized ads in a few 
publications, but basically it was all word of mouth. We got the new order 
of 2,000 in November of 1974, and that took about five months to sell 
through.” The next order was for 3,000 copies, and the company sold 
through those in only three months. Fans were eager for new material, 
and Tactical Studies Rules was eager to give it to them. The company 
released two new rules supplements in 1975 (Greyhawk, which was based 
on Gygax’s campaign, and Blackmoor, which was based on Arneson’s). 
The company had been publishing a magazine called the Strategic Review; 











TSR's original polyhedral dice 
were pale blue in color and 
came with a crayon so that you 
could color in the numbers. 














in the spring of 1975 they added another 
magazine called The Dragon, which was 
dedicated to their new game. 

Dungeons & Dragons was a hit. 


RULES LAWYERS 
Compared to later versions of the game, the rules 
in the original Dungeons & Dragons were rudi- 
mentary, open-ended, and more than a little con- 
fusing. The experience tables listed character levels 
by name (Veteran, Warrior, Swordsman) rather than 
by number, for instance, but elsewhere the books 
regularly refer to character levels by number. It was- 
n't entirely clear whether magic-users were allowed to 
memorize their spells only once per adventure or once per 
day. The rules say both in various places, but what if an 
adventure lasts more than one day? 

The fact Gygax and Arneson had intentionally 
left the rules open to interpretation came back to 
haunt them, although it bothered Gygax a lot more 
than it bothered Arneson. “I told them to use the rules 
that they liked and enjoyed in their 
games," Arneson says. “Ditch or change 
anything that interfered with the fun. 
The referee—and later Dungeon 
Master—has the final say during a 
games session or campaign. Gary felt 
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that there should be a rule for every- were three groups at Stanford who 


thing. We got calls and letters all the 


time. My phone bill was a horror.” wouldn't even talk to each other... 


Gygax was genuinely concerned over 


the considerable confusion that the rules And | thought that we should try 


were creating. “I told Brian that we had 


a real problem in 1976,” he recalls. "The to get something that would be a 


game rules were so open to interpreta- 
tion; there were three groups at Stanford 
who wouldn’t even talk to each other. 
They all played, and one group thought 
‘let’s go slowly and do a lot of role-play- 
ing.’ One group was a killer dungeon 
group, where you rolled up a new char- 
acter two or three times a night, 1 guess. And the other one was a ‘Monty 
Haul’ type of campaign [derived from the game show Let’s Make A Deal, 
in which Monty ‘Hall’ gave away 
prizes to contestants who had to 
do next to nothing]. And I thought 
that we should try to get some- 
thing that would be a little more... 
quantified. We needed an 
advanced game.” 

Other troubles were brewing at 
Tactical Studies Rules, however. 
In January of 1975, Don Kaye died 
of a heart attack. Kaye’s wife 
inherited her husband’s interest in 
the company and became, in 
d Gygax's words, "impossible to 

deal with." By mutual consent of 
а \ the partners, they dissolved 
Tactical Studies Rules, bought out 
Kaye’s wife, and reformed the 
company as TSR Hobbies, Inc. 


“It's not a satanic game, really...” 
With cover art like this, the game 

often proved a tough sell for con- 
cerned parents. Short on cash, Gygax was forced 


















“The game rules were so 
open to interpretation; there 


little more... quantified. We 


needed an advanced game.” 


in sca 





to sell a considerable por- 
tion of his stock in the 
company to Brian Blume 
and his father, Melvin. By 
fall of that year, Gygax’s 
interest in TSR has dropped 
to 35%. It would later fall as 
low as 30%. 


That same year, Gygax and 


Arneson had a falling out. The 
two quarreled over the cre- 
ative credit for the game— 
Gygax felt that since he had actu- 
ally written the rules, the game was 
his. Arneson argued that since many of the 
concepts had originated in his Blackmoor 
campaign, he also deserved credit. The original 
rules credited both men as co-creators, but 
revised versions of the game published 
after Arneson parted ways with TSR 
failed to mention his name at all. 





TSR also refused to pay 
royalties to Arneson on 
later versions of the game, 
and Arneson ended up tak- 
ing the company to court in 
1979. The matter was set- 
tled privately two years 
later, though both parties 
agreed not to discuss the 
details as part of the settle- 
ment. “It involved money,” 
Arneson explains. 


BASIC OR 
ADVANCED? 

After Arneson left, Gygax 
started work on his 
advanced version of the 
game, a project that 
dwarfed the original game 


e. He set out to provide clear and compre- 


hensive rules that left little doubt as to how players 


shoul 


approach the game. Strangely enough, how- 


ever, Gygax decided that this advanced version of 


the gai 
“Jo 


me would not replace the original rules. 
hn Eric Holmes—Dr. Holmes—contacted me,” 


says Gygax. “His son played, and he was like ‘you 


know, 


I'd really like to clean up Dungeons & 


Dragons. And I said ‘that’s good, but I’m working 


on an 





stuff t 


advanced game. Why don't you pass the 
hrough me?’ So as he passed the stuff. 


through me, he organized the basic rules, and then 
I passed on the stuff that I was working into 
Advanced Dungeons & Dragons, so there would be 
a smoother transition between the two, in case 
somebody wanted to switch from one to the other." 
Gygax was confident that simultaneously pub- 
lishing two versions of the same game would 
cause no confusion among players. "I've always 
had lots of respect for gamers, and I though they'd 
instantly be able to look at one and the other and 
decide what they wanted to do. There are still peo- 
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Pulling claimed that her 
son, Irving Lee “Bink” 
Pulling, had shot himself in the 
chest after a curse had been 
placed on him as part of a 
Dungeons & Dragons game 
that was run by the gifted pro- 
gram at her son’s high school. 
Pulling sued the school princi- 
ple, only to have the case 
thrown out of court. She went 
on to found an organization 
called Bothered About 
Dungeons & Dragons (B.A.D.D.) 
and billed herself as a 








“cult crime investigator.” 


ple who just play original Dungeons & Dragons. | 
think it was a mistake—the Blumes were running 
the company then—to kill the Basic line. It played 
differently, it was a different game than Advanced 
Dungeons & Dragons.” 

In 1977 TSR released the Monster Manual, the 
first Advanced Dungeons & Dragons hardcover 
rulebook. They followed it up in 1978 with the 
Player’s Handbook, and then the Dungeon 
Master’s Guide in 1979. They also published a 
boxed set called the Dungeons & Dragons Basic 

Rules, which came 
DUNGEONS & DRAGONS with a paperback 
Stove rulebook, an 
adventure module 
by Gygax called 
Keep on the 
Borderlands, and a 
set of cardboard 
chits that could 
serve as dice. TSR 
was releasing new 
material as fast as 





праи players could grab 
онаа it up, and business 
ME cmm was booming. 
V) SR RULES E 
Price $5.00 Д Role-playing was 


no longer a cult 
hobby—it was a 


Images such as this one, 
which graced the cover of 
Eldritch Wizardry, had reli- pop culture 


gious groups up in arms. phenomenon. 
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IN THE PUBLIC EYE 

On August 15, 1979, role-playing attracted the public’s attention in a way 
that nobody had expected. James Dallas Egbert III, a student at Michigan 
State University in East Lansing, disappeared. After the campus police 
were unable to locate the boy, Egbert’s family hired a private detective out 
of Texas named William Dear. 

Egbert was a deeply troubled teenager. A child prodigy with an IQ of 
180, he was a college sophomore by the age of 16. According to Dear, he 
suffered from chronic depression, was an untreated epileptic, and had a 
drug habit that he fed by manufacturing his own drugs. Egbert was a self- 
professed homosexual and had admitted to having sex with older men on 
a number of occasions, a fact that probably contributed to his social isola- 
tion on campus. 

He also played Dungeons & Dragons. 

Dear was unfamiliar with the game, as were the students that he inter- 
viewed. Dear never managed to find anyone on campus who had actually 
played the game with Egbert, so when the students that he did speak with 
explained that Egbert went into the steam tunnels beneath the school to 
act out his fantasies, Dear took it at face value. Dear theorized that Egbert 
might have fallen prey to a game of Dungeons & Dragons gone horribly 
awry—that he might have gone down into the steam tunnels alone and 
become lost. 

The media picked up the story and ran with it, and suddenly the news 
was filled with stories about how Dungeons & Dragons had (possibly) 
caused the death of a young boy. It was a catchy theory that made for 
good headlines... and it was incorrect. 

Egbert had gone into the steam tunnels, but not to play Dungeons & 
Dragons. Depressed and desper- 
ate to escape the pressures of his 
overbearing parents, he had 
been planning to either run 
away or to commit suicide for 
months before his disappear- 
ance. Eventually he decided on 
the latter. Armed with a bottle of 
sleeping pills, he made his way 
into the tunnels and attempted 
to take his own life. 

He woke up a day later. 
Having failed to kill himself, 
Egbert resolved to run away 
instead. He made his way to a 
friend’s house, and then stayed 
with a series of friends and 
strangers in an attempt to avoid 
the increasingly public search. 

At one point, he tried to kill 
himself again and failed for a 
second time. Eventually he gave 
up and contacted Dear, who met 
him and returned him to his par- 
ents nearly a month after he had 
first disappeared. 

Fearful of the bad publicity 
that would plague his family 
(particularly his younger brother) should news of his drug problems and 
his homosexuality reach the press, Egbert asked Dear not to divulge any 
more information about the case to the press. Dear agreed, and facts that 
would have absolved Dungeons & Dragons remained a secret. Dear even- 
tually did tell the full story five years later in a book called The Dungeon 
Master, but by that time the media had lost interest. In the public eye, 
Dungeons & Dragons was judged and found guilty. 

Sadly, the story of James Dallas Egbert III lacks a happy ending. On 
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William Dear's book The Dungeon Master gave a full account of the Egbert 
case, but by the time it debuted in 1984, the media had lost interest. 


Rona Jaffe's 1981 novel Mazes and Monsters was loosely based on the 
media version of the Egbert case. 


Jaffe's book was later made into a television movie that Tom Hanks proba- 
bly wishes he could forget. 


August 11, 1980, Egbert shot himself in the head in the living room of his 
apartment. He had long since given up role-playing games, but the real 

pressures in his life had remained unchanged. Egbert died in the hospital 
five days later. 


URBAN LEGEND 
Rumors of the ill effects of Dungeons & Dragons snowballed into a full- 
scale crusade. Religious groups preached the evils of role-playing. In 1984 
Jack Chick (no relation to our frequent contributor Tom Chick), a well- 
known author of religious tracts and the founder of Chick Publications, 
wrote a tract claiming that role-playing games teach children to use “real” 
magic. The advocated remedy was to put one's faith in God... after a good 
old-fashioned book burning, of course. 

In 1981 an author named Rona Jaffe published a book called Mazes and 
Monsters, which she loosely based on the media version of the Egbert 
story. In Jaffe's book, the protagonist (a bright boy named Robbie 
Wheeling) really does get lost in the stream tunnels while playing a role- 
playing game. After his safe return, he looses his grip on reality and 
becomes unable to separate his own identity from that of his character in 
the game, Pardieu. In 1982 the book was turned into a made-for-TV movie 
starring an unfortunate Tom Hanks. Thomas Radecki, the founder of the 
National Coalition for Television Violence, once condemned role-playing 
games by quoting material from Mazes and Monsters as though the story 
was a factual account of real events. 

A woman named Pat Pulling was another prominent anti-role-playing 
advocate. Pulling claimed that her son, Irving Lee “Bink” Pulling, had shot 
himself in the chest after a curse had been placed on him as part of a 
Dungeons & Dragons game that was run by the gifted program at her son's 
high school. Pulling sued the school principle, only to have the case 
thrown out of court. She went on to found an organization called Bothered 
About Dungeons & Dragons (B.A.D.D.) and billed herself as a "cult crime 
investigator." She provided profiling guides to law enforcement agencies to 
help them detect children in jeopardy of “cult” (i.e. Dungeons & Dragons) 
involvement. 

Pulling built her reputation on unfounded credentials and misinforma- 
tion, and in 1990 her work was publicly debunked in a long and incredibly 
detailed essay called The Pulling Report, by science fiction author and game 
designer Michael A. Stackpole. Pulling left B.A.D.D. after the publication of 
the report, and died of ovarian cancer a few years later. 

Stackpole also ran into William Dear on one occasion. *We were both 
guests on a TV show that never got broadcast," he explains. “He was quite 








reasonable off camera, as was I, and we got along 
fine. Still, Dear did try all manner of marketing 
angles for his book, including stressing drug use 
when that was a big thing, and computer hacking 
angles when that was hot. He's a showman." 

The bad press profoundly disturbed Arneson. “I 
was upset at first, what with being an elder in my 
church group. It helped that none of the stories 
turned out to be true.” Gygax considered it to be 
an annoying but unavoidable aspect of human 
nature. “Those people aren’t going to buy 
Dungeons & Dragons anyway. I thought it was a 
terrible mistake when the woman running TSR 
decided to take out the demons and devils. Sales 
didn't go up, they went down." 


THE TSR MELTDOWN 

Around the time that Pat Pulling was launching 
her crusade, Gygax was dealing with an entirely 
different set of problems. The company that he 
had helped to found nearly a decade ago was try- 
ing to push him out. 

Brian Blume and his brother Kevin had 
obtained a majority interest in TSR, and Gygax 
was no longer running the company. The Blumes 
sent Gygax to the West 
Coast in 1982 to 
manage the 
Dungeons & 
Dragons 















Entertainment Company. “It was then called TSR 
Entertainment,” he explained. “Well, I went out 
and found out that nobody on the coast liked the 
name ‘TSR,’ because they had some dealings with 
Kevin and Brian, so I changed the name of the 
company.” Gygax produced a hit cartoon series 
(called Dungeons & Dragons, of course) based on 
the game while he was in California, but by 1984 
it was time to come back home. 

“Somebody called me from New York and told 
me that Kevin was shop- 








Revenue from the release of Unearthed 
Arcana and Oriental Adventures were all it 
took to turn the company around. 


ping TSR on the Street," says Gygax. "They said 
‘you'd better get back, we're in trouble.’ So I went 
back and did a quiet little bit of investigation into 
what was going on, and I wrote an eight or nine 
page report for the board of directors, which 
included three outside directors that the Blumes 
had appointed. One was the CEO of a medical 
supply company, one was an attorney for a large 
law firm in Milwaukee, and one was the director 
of personnel—human resources, in more political- 
ly correct terms—for the American Management 
Association, thankfully now defunct. I referred to 
them, generously, as Moe, Shemp, and Curly." 

TSR was $1.5 million in debt, and Gygax was 
furious. *I demanded that Kevin Blume be 
removed as CEO of the company, and said that we 
should immediately take such measures as were 
necessary to get the company turned around." 
This involved selling off 60 or 70 company leased 
or owned automobiles and nearly half a million 
dollars worth of unused systems furniture. Some 
90 relatives of the Blumes, according to Gygax, 
were also removed from the company payroll. The 
executives deferred roughly half their salaries and 
Gygax didn't take any of his royalty payments. 
Gygax immediately released two new Advanced 
Dungeons & Dragons supplements (Unearthed 
Arcana and Oriental Adventures), and that was all 
it took to turn the company around. By 1985 the 
American National Bank was no longer threaten- 
ing to pull the plug. 

The Blumes were incensed, however, and in 
retaliation they sold all of their interest in the 
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company to Lorraine Williams—a woman that Gygax would come to 
detest. Gygax believed that it was an illegal transfer that violated their 
buy/sell agreement, but the courts ruled otherwise. “At that point I said 
‘fuck it. I’m so sick of the way this company is being run. Buy out my 
stock, buy out my interest, I’m gone.’ And we concluded the deal on 
December 31, 1985.” 


THE END OF DUNGEONS & DRAGONS? 

Williams had little regard for gamers, according to Gygax. “She said open- 

ly that they were socially her inferiors. She did announce that she was 

going to show the other companies how to properly run a business, which 
I thought was ironic.” 

Over the next several years it appeared that Williams was doing 
exactly that. TSR released the heavily revised 214 Edition of 
Advanced Dungeons & Dragons—along with a host of new game sup- 
plements and campaign settings—and launched a new magazine 

called Dungeon Adventures. 

In reality, however, TSR was a company in jeopardy. The new and 
Edition rules drove away a large number of players, and the advent of 
collectible card games and the growing popularity of computer games 
ikely didn’t help. “I thought basically that most of what they did [in 
and Edition] could have been done in a supplement like Unearthed 
Arcana,” says Gygax, “and made so that everybody didn’t have to buy a 

whole bunch of new stuff for no particular reason.” Williams didn’t care 
for either Gygax or Arneson (who came back to the company briefly to 
write a new series of Blackmoor adventure modules). “When Lorraine 
took over my contract was not renewed,” Arneson explains. “Nothing 
wrong with the modules, they sold as well as any. She did not want to 
have anything to do with me.” Gygax had his own suspicions about why 
Williams didn’t like him. “I had told her that when we pulled out of this, 
I wanted to reward all the people who had been working hard, and I 
thought they should all get shares of stock, and I thought all the creative 
people should be getting a royalty-like payment. And she said ‘over my 
dead body.’ I think we would have run a profitable company that way, 
but she didn’t.” 

Williams was unavailable for comment, having since left the both game 
industry and the country. She now resides somewhere in Germany. 

TSR under Williams was positively hostile towards its own fans. The 


company enforced its copy- 
rights ruthlessly, closing Sr 
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down fan sites on the 
Internet and demanding that 
people avoid discussing the 
game in Usenet forums. 
People began to refer to the 
company as “T$R,” and 
joked that the initials stood 
for “They Sue Regularly.” 
After Gygax left the compa- 
ny, he created a new role- 
playing system called 
Dangerous Journeys, which 
he published through Game 
Designer’s Workshop. TSR 
sued him for copyright 
infringement. “ It was a 
bogus suit, but they spent us 
out of court,” he explained. 
Under the terms of the settle- 
ment, TSR purchased the 
rights to Dangerous Journeys 
and all existing stock for 
more than the company 


According to Gygax, the release of the 
2nd Edition rules drove many fans away. 
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could afford. “I 
had to laugh, 
because that 
was probably 
the straw that 
broke the 
camel’s back,” 
says Gygax. 

By 1997 the 
company was on 
the verge of 
bankruptcy. “At 
that point TSR 
had run up a 
debt of $26.5 
million secured, 
and lord knows how much unsecured,” says 
Gygax. “So she was even better than the Blumes 
at running the company into the ground.” 


LIGHT AT THE END 
OF THE TUNNEL 
A rather unlikely knight in shining armor came to 
the rescue of Dungeons & Dragons. Wizards of 
the Coast, makers of the popular collectible card 
game Magic: The Gathering, purchased the 
foundering company and all of its properties in 
1997. They immediately went to work on a sim- 
pler and friendlier 3rd Edition of the rules. 

Lead Designer Jonathan Tweet, who created 


Jonathan Tweet, Lead 
Designer of the Dungeons 
& Dragons 3rd Edition rules. 








The recent Dungeons & Dragons movie featured impressive 
effects but performed poorly at the box office. 


Ars Magica with Mark Rein-Hagen and later 
designed Everway for Wizards of the Coast, was a 
long-time fan of the game. “I first played Dungeons 
& Dragons early in 1978, using one of the early 
versions of the Basic set, maybe the first version. It 
was a horrible game, and I loved it. It was the first 
game I'd found that was so fun I could play it for 
ten hours every weekend. And I did." 

Tweet was delighted to have the opportunity 
to work on the 3rd Edition. *Monte Cook, Skip 
Williams, and I each took primary responsibility 
for one of the three core rulebooks. I got the 
Player's Handbook, which was a lot of fun." The 
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team labored over the new 
rules, searching for ways to 
make the game more 
playable while still retaining 
the flavor of the original 
rules. “At one point, Peter 
Adkison, who'd given the 
project its scope and direc- 
tion, stepped into the team 
and assumed the role of 
lead designer," confides 
Tweet. *He thought we 

had failed to be bold 
enough in our design. He 
was right." 

The effort paid off—in 
the fall of 2000, Wizards 
of the Coast released the 
3rd Edition Player's 
Handbook, quite possibly. 
the most playable version || 





The 3rd Edition Player's Handbook 
debuted in the fall of 2000. 


of Dungeons & Dragons 
that has ever been pub- 
lished. The new rules 
had a consistency that previous versions lacked—simple things such as the 
fact that high dice rolls and numbers are now always favorable (in previ- 
ous editions, high attack rolls and Saving Throws were good, but high 
ability checks and Armor Classes were bad). Seeking to heal old wounds, 
Wizards of the Coast once again credits both Gygax and Arneson for creat- 
ing the game in the manuals. Gygax currently writes the “Up on a 
Soapbox” column for Dragon, and both men are open to the 
idea of contributing material to the 3rd Edition. 

“My group and I did some play testing and decided that we 
liked it a lot better than Advanced Dungeons & Dragons,” 
says Arneson, “so we have used it ever since then. And, as 
usual, have added a few bits and changed a few others.” 
Gygax is equally excited. “I love the Dungeon Master’s 
Guide—it’s basically a tutorial on how to do a dungeon crawl. 
As I read that I said ‘whew, all this stuff I'd forgotten.’ It's 
definitely aimed at action and rapid advancement. It’s a game 
made to bring in new young players that want to do slam- 
bang hack and slash, and it’s good at it. My sons Ernie and 
Luke are working on a d20 adventure right now, and I’ve 
seen parts of it in play, and ГЇЇ probably contribute a few fun 
ideas. Boy, how they love it—they’re having such a good 
time. It’s going to breathe some new life into gaming.” 

Tweet is both surprised and pleased with the success of the 
3rd Edition. “The new Dungeons & Dragons took off bigger 
than we'd hoped, so I expect good things from the game in 
the future. Currently, however, I’m branching into miniatures. 
I'm the lead developer on the new Chainmail, the Dungeons & Dragons skir- 
mish miniatures game that debuts this October. It’s a fun project because it 
means taking the rules and concepts that I worked on in the role-playing 
game and porting them into miniatures battles. It’s taking Dungeons & 
Dragons back to its miniatures wargame roots.” It seems that after nearly 30 
years, the game has finally come full circle. 

“Meanwhile, in my personal Dungeons & Dragons campaign, one of 
the player characters just became king,” Tweet adds. “I don’t know what 
to do." e 


(Dungeons & Dragons, Advanced Dungeons & Dragons, Chainmail, and Dungeon! are copyrights of 
Wizards of the Coast, Inc. All related images and materials are used with the permission of Wizards 


of the Coast, Inc.) 
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The Fafare of 


Role- Playi 


Neverwinter Nights brings when you are one face in a crowd of 1,000 people 


On à server. 

eo ck ү ГОО “We wanted to take the best element of that, 
Dung ns & Dragons ba to its ts shrink it down a bit, tighten it up, and get those 
small groups," Oster explains. "The second thing 











By Benjamin E. Sones we wanted to do was give everyone a purpose. 
You don't want to be one of a thousand generic 

Neverwinter Nights is the computer role-playing game that players have people in a world—you want to be a group of 

always dreamed of. While that may sound like hype, the idea may not be heroes. You want the world to change based on 

so far-fetched. People have been playing role-playing games on various your actions. You want to have a real effect. So 

computer platforms for over 20 years— nearly as long as pen and paper we took the story-based nature of a single- 

role-playing games have been around, actually—but the high tech cousins player game, and the social interaction of a mas- 

of the hobby game launched by Dave Arneson and Gary Gygax in 1974 sively multiplayer game, and just kind of fused 

have never quite managed to capture all the elements that make these them together." 

games so compelling. Computer games have done an increasingly impres- After considering a number of different ways in 

sive job at reproducing the mechanics of tabletop role-playing, but even which they could approach the game, the team 

the best of them have never captured the actual experience. kept coming back to pen and paper Dungeons & 
That's because role-playing games are primarily a social experience, and Dragons. “Why do people play it?" Oster asks. 

until the Internet became a part of popular culture, computer games were "What's so great about it? It always comes back to 

not. Role-playing games seek to enhance the experience by transcending social interaction and story-based adventuring. 

their own rules, and even employ a referee or Game Master to adjudicate The structure of a pen and paper game just 

the results of player improvisation. Computer games are limited by their made entirely too much sense for a 

mechanics, however—every action that you can take and every decision computer game." 

that you can make has to be hardwired into the game code before you It never had before, 

even start to play. of course, еа 
“Neverwinter Nights is the computer game that we paper role-playing because 


Ф before 
BU the Internet 
became a household 


word, computer gaming was 


game designers have talked about as a concept—and as something of a 
bogeyman—for years," explains Jonathan Tweet, who has been in the 
paper game business since 1986. Tweet co-created Ars Magica with 
Mark Rein-Hagen, and later went on to design Everway for Wizards 
of the Coast. Most recently he was the Lead Designer on the primarily a solo activity. The concept 
Dungeons & Dragons 3! Edition, which qualifies him as that would grow into Neverwinter Nights 
something of an expert on the subject. "We've long told our- was both completely new and strikingly famil- 
selves that, while we don't have animation, sound effects, or digital record іаг—еасһ player would have one character, his 
keeping, we have something better—a live Dungeon Master. And we knew ог her alter ego in the game. You would play in 


that someday there'd be a computer game with a live DM. Neverwinter groups of virtually any size (64 players is currently 
Nights is really going to be something new and different." the maximum), although a modest group of four 
to eight players would probably work best. 
UNEXPLORED TERRITORY Although a complete and balanced set of rules 
The concept has been around for a long time—the folks at BioWare start- would drive the game, it would not limit it. 
ed brainstorming ideas for a new game back in 1996—while they were Groups of players would be encouraged to devise 
still working on Baldur's Gate, according to Senior Producer Trent Oster. their own house rules, and to add a human touch, 
Ultima Online had just been released, and Oster and the rest of the there would even be a human Dungeon Master 
BioWare crew saw a lot of potential in the massively multiplayer concept. who could opt to oversee the game. This guardian 
After playing for some time, they determined that the most compelling could throw in a curve ball from time to time, and 
aspect of the game was the social interaction; the concept of tight groups step in whenever a player decides to improvise. 
of people adventuring together and playing the game cooperatively And speaking of improvising, the Dungeon Master 
seemed enormously refreshing. The only problem, as most people who would have to be able to create new content —new 
have played online role-playing games can attest to, is the fact that actu- adventure modules—to keep things interesting. 
ally getting together and forming those groups can be rather difficult It's the sort of game that you'd set aside an 
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evening every week to play with a bunch of friends. It’s an idea that is 
unprecedented in computer gaming. It’s also a game that people have 
been playing for 27 years. 


MODULAR ROLE-PLAYING 
“I found that in most of the games that I played in, we would usually start 
ut with a pre-made module,” Oster says, “and then after that we would go 
ut into our own grand campaign, usually with stories that somebody in 
he group had created.” He found that it was natural to say that maybe we 
hould include a tool set, so that people can make their own adventures, 
iving the game infinite content. “People can just keep downloading and 
aying new adventures. They can play them single-player or multiplayer or 
owever they want—with one DM, with multiple DMs, or just playing on 
the server without anybody arbitrating.” 
The module is another throwback to pen and paper gaming—a cohesive 
hunk of gameplay that a group of players can generally work through in 
ne sitting. The “official” campaign that ships with the game will feature 
between 28 and 30 modules, each approximately two hours in length. 
Original modules that you create as Dungeon Master can be as long or as 
hort as you want them to be, however. 
In mechanical terms, a module in Neverwinter Nights is a col- 
lection of areas linked by transition points. In the official cam- 
paign, each module consists of four or five areas at a maxi- 
mum. That’s not hardwired into the game, however. “As 
for how many you can actually link together...” BioWare 
co-CEO Ray Muzyka considers, “well, it depends on 
how many you want to design.” The other half of 
the company’s founding team, Greg Zeschuk, 
chimes in, “Yeah, you can have a 20-level dun- 
geon, if you want.” Muzyka laughs and ups the 
ante: “A 100-level dungeon!” 
In practice, you could create a module that never 
ends. Build a dungeon 10 levels deep and when the 
players get within five levels of the bottom, add 
another five below that before your next game 
session. The only real limitation is your system 
memory. “There are instances where, say you 
have two parties, and they’re on two levels in 
a dungeon.” Zeschuk explains. “Those 
would both be held in memory. There’s a 
physical limitation on that.” So if you 
have a party of ten players each explor- 
ing in separate areas, it could poten- 
tially bring mortal machines to their 
knees. The solution is to keep your 
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create as Dungeon Master can be as long or as 
short as you want them to be, however. 


©. The module is another throwback to pen and 

| paper gaming—a cohesive chunk of gameplay that 
a group of players can generally work through in one 
sitting. The “official” campaign that ships with the game 
will feature between 28 and 30 modules, each approxi- 
mately two hours in length. Original modules that you 





module design tight, or to host fewer players. 

After the 200+ hour spectacle that was 
Baldur’s Gate II, the switch to session-sized 
chunks of gameplay might seem like quite a 
change in gears. Zeschuk argues that it’s not as 
different as it seems. “I think the trick on that is if 
you really consider it in the context of the sub- 
quest, you can play through a sub-quest in a short 
amount of time. We had these boards on Baldur’s 
Gate II, and there were 293 different quests. So 
each of those quests was a module. They were all 
kind of bunched together.” 


FORESTS AND CAVERNS 

Setting up an area is the first step in creating your 
own module—this means that you'll have to use 
the editor. Most editors that ship with games fall 
under the category of “bonus material,” but the 
Neverwinter Nights tool set is actually the center- 
piece of the game. “To put it in perspective, the 
tool set itself probably has more programmers 
than a lot of games do,” says Zeschuk. “We have 
six or seven guys that work on tools. It’s a lot of 
work. It’s kind of scary.” 

The best way to learn how to make a module 
is to dive right in and do it. We started by firing 
up the tool set, creating a new area, and naming 
it “cave.” The editor is tile-based, so when you 
create a new area you'll have to specify its size 
in tiles. Areas can be as large as 32 by 32—a sin- 
gle area in Baldur’s Gate, by comparison, is 
about 16 by 16. 

“That was another one of our goals, rather than 
having a big, empty area that you wander 
through,” says Oster. “We talked early about 
doing the whole seamless world thing, but it 
seemed to be kind of counter to our purpose. The 
seamless world is a big open space, and you never 
have an area transition... but it’s a big open 
space. We wanted to tighten it up, make smaller 
areas that are rich and really interesting. When 
you go to a city, lots of characters, lots of crea- 
tures in the city, lots of stuff to interact with, as 
opposed to a bigger, more empty area.” 

You also have to choose a tile set for each 





area—for example, a “mine” tile set for our cave 
area. There are currently a total of nine tile sets in 
the game, but that may change before the game is 
finished. *We've increased and decreased the 
number so many times, it's hard to keep track," 
Oster explains. At one point, there were 14 differ- 
ent sets, but many of them featured very similar 
types of terrain (the cave and mine tile sets, for 
instance), so the team combined several of them. 
Since each area is limited to a single tile set, this 
actually increases your options—in our cave area, 
we have access to tiles and features that were pre- 
viously part of two separate sets. 


The next step is to carve an environment out of 
the editor's default black void. In most 3D editors, 
this would entail a long and rigorous process of 
creating surfaces, applying textures, and defining 
ights. It could take days just to create the geome- 
try for a single game level. We lay out our entire 
cave area in approximately three minutes. 

If you've ever played Dungeon Keeper, you have 
a pretty good idea of what dungeon building is 

ike in Neverwinter Nights. Each tile set comes 
with a variety of "brushes," and creating a maze 
of caverns is as simple as grabbing the appropriate 





brush, painting 
down a bunch of 
rooms, and connect- 
ing them with hall- 
ways. You work in 
generalities, and the 
tool set handles all 
the details from the 
lighting to the rocks 
on the floor and the 
torches on the walls. 
We grab a water 
brush and paint 
down a stream run- 
ning through one of 
the caverns. The edi- 
tor automatically 
adds in a little water- 
fall bubbling out of 





one of the cave walls. *You see that shimmering in the corner there? 





aem 


The game's interface pops up when you need it, 
and goes away when you don't. 


Oster asks. "That's actually the tile animating. The tool set is actually 
entirely 3D, and it uses the in-game tiles, so you actually get to see the 
entire scene that you're building as you are working on it." 

The default environments that you create with brushes are pretty 
impressive, but you'll probably want to customize things a bit and add a 
personal touch. That's where features and groups come in. Features are 
single appearance items—things that are notable enough that you would- 





Anatomy of an editor. 
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n’t want the editor to paint them in at random. A big rock, a campfire, a 





door, pillars and columns, stair: 


each tile set comes with a collection of 


appropriate features that you can drop into your areas wherever you want. 


Each feature takes up a single tile. 


Groups are similar to features, but much more elaborate. They are single- 


appearance items that take 
up more than a single tile, 
such as clusters of houses, 
bridges, and large building: 
We paint down a long 
line of wood and rubble 
fence—a waist-high barri- 
er—dividing one of the cav- 
erns, and then select a fence 
door from the features menu 
and drop it in place. We lay 
some mine tracks running 
across another chamber— 
this is an abandoned mine, 
after all. Then we go to the 
Groups menu and select an 
impressive but rather unlike- 
ly feature—Baba Yaga’s Hut. 
The chicken-legged structure 


s. 


Тһе graveyard by day—you сап set ор day 
and night cycles when you create modules. 





takes up two tiles, and we plop it down in a remote cavern. 

Finally, we grab a cavern entrance—a rough rock archway—from the 
features menu and affix it to the wall of our entrance room. By default 
the doorway is just for show—it doesn’t actually go anywhere—but you 
can make your doorways functional by applying a “trigger.” The game 
uses triggers to launch everything from traps to cut-scenes; in this case, 


Magical mayhem erupts in the “grasslands” 
tile set. 
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we use a trigger to cre- 
ate an area transition. 

A small area just in 
front of the doorway is 
defined as an area transi- 
tion in the trigger win- 
dow, which is then 
linked to a pre-made 
area—a small town. 
Whenever a player char- 
acter steps into the trig- 
ger area in front of the 
doorway, the game will 
transport them to the 
town area. 





Now we have a rather impressive little subter- 
ranean environment, but it’s devoid of things with 
which the players can actually interact. It needs 
some monsters, and maybe a bit of treasure. We 
create a magic item for the players to find—an 
enchanted bastard sword. The item wizard allows 
you to customize your creations to a great degree. 
In the case of the sword, you can cycle through a 
large assortment of different types of blades and 
hilts, all of which are then accurately reflected on 
the in-game 3D model. 

We choose a broad, straight two-edged blade 
and pair it with a rather gruesome-looking spiked 
hilt with a hand guard. You can type in a text 
description for your items when you create them 
(feeling creative, we name our sword 
"Berserker"). If you are feeling particularly indus- 
trious, you can enter the description in a number 
of different languages, just in case you are plan- 
ning to send your module to a friend in France. 
The game will automatically use the appropriate 


It's all fun and games until someone has to 
get Raised. 


language version of the description based on the 
version of the game that the player is using. 

Next, we apply a few bonuses to our sword, a 
mix-and match process that allows you to employ 
nearly any type of magical effect in the game. You 
can tie damage bonuses to specific monster types 
(based on the types presented on page 5 of the 3rd 
Edition Monster Manual); we give our sword a +5 
bonus vs. Constructs (which include Golems, 
Homunculi, and the like). After a moment’s con- 
sideration, Oster suggests that we also make the 
sword +5 vs. Gnomes. Oster hates Gnomes— 
probably the result of some deep-rooted childhood 
trauma. “I refuse to comment on that,” Oster says. 

The players will also need something to fight, so 
we drop a Stag Beetle down in the next cavern and 
name him “Beetle Boy.” We select a portrait for 
the Beetle from a list—every monster and animal 
in the game has a portrait, and this is what players 
will see whenever that creature is selected. 

“Neverwinter Nights is kind of designed around 








the idea that we always match portrait and 
appearance,” says Oster, “so any time you inter- 
act, you see the portrait. So I, as a player, get to 
go in and select a portrait when I create my char- 
acter, and I can use one of the standard portraits 
or I can create my own. So there’s always this 
link between the portrait and the character.” 
There are also a variety of character portraits 
for each race in the game—somewhere in the 
neighborhood of 200. How many you will be able 
to choose from depends on your character’s race 
and sex—male humans have the widest variety of 
portraits (a total of 24, currently). As with 
Baldur’s Gate, you can also import custom art to 





*...А three hour tour." 


make your own unique portrait. When other play- 
ers select your character in the game, the game 
will automatically download your custom portrait 
and store it locally. 


If you want your monsters and non-player charac- 
ters to do something other than just stand around, 





you'll have to attach a few scripts to them. 


Scripts are small text-based files 


that define behaviors for monsters and NPCs. The game will come with a 
large list of pre-made scripts defining almost any type of behavior that you 


can imagine, so all you really have to do is 


choose which ones you want to 


use. Of course you can also create new scripts; Oster maintains that the 
process is fairly simple. *Any script that you build, you can export it out in 


its own little file," he explains, “and people 
own modules. So the hope is that there wil 


can grab it and use it in their 
be a huge resource of scripts, 


creatures, NPCs with their own dialog... you can just go out, grab stuff, and 


build your own module with it." 
You can select different scripts for each 


monster or NPC to cover a vari- 


ety of different situations. *Heartbeat" is the default behavior—what the 


monster does every AI update; "Notice" is 


what the creature does when it 


notices another creature; *Damaged" is what the creature does when it 
takes damage, and so on. As an exam- 
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ple of how versatile the scripted behav- 
iors can be, the programmers created a 
script that can make a group of mon- 


ay tag. They run around their 


area, trying to stay away from 


ver monster is “it.” There is 

“don’t tag the butcher” rule, 
eeps a tagged monster from 
turning around and returning 


the favor. 


оѕѕіпо а rickety bridge. 


“Imagine this,” says Muzyka. “You 
can make your own castle. You can 
make your own town, your own home 


nd then leave it on all the time, 


and it’s a semi-permanent world.” 


k grins—“You can make custom 
so that everyone in the town 
who you are, and they’ll go 


hey, Joe! How are you?’” Muzyka 
nods, “Yeah, you can be lord of the 


Your friends can log into your 


server when they want to equip them- 
selves for the journey, then you can 


have another portal leading out to the adventure of the day, maybe on 


another person’s computer.” 


Oster is equally excited about the behaviors that the scripting system is 


capable of portraying. “The potential 


for it is actually scary. You can go in 


and automate everything. You can build your own city, and have children 
playing tag. You can have people following their daily routines—I go to 
the butcher shop at X time, I walk over here, I walk over there, I do this. 
When I stop by, there are the two old men in the park arguing with each 











WWW.CGONLINE.COM 


53 





other, just like they always do. At 6:00 pm they get up and leave.” 

You can also write dialog for the NPCs in your game. The team recently 
changed the direction they were heading with that—originally the dialog 
system was going to be a keyword-based text parser system. Players 
would type questions to NPCs, and the parser would search the questions 
for keywords and offer responses accordingly. The team ran into problems 
with localization issues, however, and eventually ended up going back to 
a “dialog tree” approach similar to what they used in Baldur’s Gate. That’s 
the system that the official campaign employs, but the game's scripting 
language still supports the keyword system as well. “As a DM, if you want 
to use the keyword system, go ahead,” Oster says. “We’ll even include a 
few examples of how to set it up, how to use it." 

Our Stag Beetle is a monster of few words, so we don't bother giving 
him a dialog tree. We do assign him a few pre-made scripts, however, and 
set him up to attack any player that comes within ten meters. Then we 
decide that he needs a friend and drop a Stone Golem in an adjacent cav- 
ern. The Golem looks a bit like the rock monster from Galaxy Quest. Oster 
explains that the final model will sport a little animated volcano in the top 
of the Golem's head. 





Happy with the cave area that we 
have created, we save it out and exit 
the editor. The entire process, minus 
the time spent chatting about magic 
item creation and whether or not 
Gnomes taste good with coriander 
and basil, has taken about ten min- 
utes. Of course this area is about as 
basic as they come—a real module 
will generally feature a number of 
areas linked together, and in a cam- 
paign you may even have multiple 
modules linked together. Ideally, 
Oster explains, Dungeon Masters 
should be able to create an entire 
module in an hour or two. 

“The primary goal with the tools is 
that, no matter who you are, you can 
go in and create a really good-looking 
adventure quickly," he adds. "If you 
are an artist, you can go in and 
tweak settings per tile. 'Oh, I want a 
little more light here, I want this to 
be more blue. Let's take the whole 
area and make it pitch black, or light 
it red. Maybe your world has a blue 
sun—you just go in and light the whole world in blue.'" 

The only thing better than making a module is playing in one. We 
decide to take our two-area *town and cave" module for a test drive. 
You will need to create a character before you can jump into a 
module, and that means choosing what kind of character you want 

to make. "Vault" characters are stored on a secure server, which 
carefully monitors their progress and ensures that they have equip- 
ment and abilities appropriate to their level. You can enforce these 
restrictions in real-time, during the game. A third level character 
might be allowed a +1 sword, but the game would not allow him to 
have a * 5 Holy Avenger. He would not even be able to pick it up. 
"Local" characters are stored, well, locally. Players can min/max 
and hack local characters to their heart's content. “Server” charac- 
ters are probably the most secure—these characters reside on the 
server that is actually hosting the game, and the player never has 
any direct interaction with the file. The DM or server operator has 
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complete control over what is allowed. 

We elect to create a male Dwarf. Unlike past 
BioWare games, you'll create your Neverwinter 
Nights character abilities using the 3rd Edition 
Player's Handbook's point-buy system. This is 
mainly to ensure fairness (how many re-rolls did it 
take to get four 18 scores?), and to make it easier 
to check the validity of Vault characters. Oster 
thinks that the new rules for ability modifiers make 
such a system much more rewarding. *One of the 
neat things with 3rd Edition is that the stats are 
quite different. Whereas in 2nd Edition you'd 
min/max your character, so you'd have two 18s, 
two 9s, and a 3. In 3rd Edition it’s much more 
important to balance your character out. 
Intelligence, Charisma—they're all much more 
important to your overall character." 

The rest of the process of creating your charac- 
ter will be pretty familiar if you have played any of 
the Baldur's Gate games, with the exception of 


The game's spell effects can be pretty impressive. 





Where's a can of WD-40 when you need it? 








Skills and Feats. There are about 22 different Skills 
and 40 Feats to choose from—closer to 150 total, if 
you count weapon Skills. Sound confusing? Don’t 
worry—if you don’t want to spend too much time 
figuring it out, the game will have pre-configured 
Skill and Feat packages from which you can 
choose. There is also a “Recommended” button at 
the bottom of each screen in the character creation 


Portraits of your current party members appear on the 


tight-hand side of the screen. 


Time for an orderly—or not so orderly—retreat. 





wizard—click on that, and the game will automati- 
cally assign you a set of default scores. 

Once you’ve tweaked the numbers on your 
character, all you have to do is select a physical 
appearance. The choices offered are fairly elabo- 
rate—you can select hair color, skin color, cloth- 
ing, and even phenotypes (is your character fat or 
skinny?). You can also enter a biography, which is 
actually more of a description. This is the text that 





other player will see when they examine you. We skip the biography and 
make out dwarf dark skinned with light hair, and give him an average 
build. Then we jump into the module. 


Our dwarf character appears at the module’s start point, which is actually 
in the pre-made town area. The town was created using the “city” tile set, 
which features wattle and daub buildings that are an even mix of 
medieval and fantasy styles. Another player joins our game, bringing 
in a higher-level Half-Orc fighter. 

We're playing without a Dungeon Master—that’s always an 
option, assuming that the module designer bothered to use scripts. 
"The Dungeon Master is not essential," Muzyka explains. *If the 
module is scripted and has the AI built into it... It’s going to be a 
better game, we think, with the DM, but the 28 or 30 modules that 
are being shipped with it—those will actually not require a DM, but 
you can have one if you want. Like Everquest, you can just log in 
and play, if someone is running a server." 

A live Dungeon Master turns the game into an entirely different 
animal, however. As DM, you can monitor what is going on in the 
game, jumping from player to player and location to location at will. 
You can take control of NPCs and speak for them, just in case a play- 
er asks a question that your dialogue tree can't answer. You can 
adjust the difficulty of encounters, drop in new monsters, or adjust 
the stats of existing ones. You can take control of your monsters 
(temporarily putting any AI scripts on hold) and control them direct- 
ly. In fact, you can do nearly anything 
short of physically altering the environ- 
ment (level architecture can't be mor- 
phed during play). 

"The plan is to keep it as similar to the 
player interface as possible, so you don't 
have to spend a lot of time training up on 
it," says Oster. "At the same time, the key 
is quick access to commonly performed 
actions. You'll want to spawn in crea- 
tures, you'll want to control creatures, 
you'll want to resurrect them, you want to 
drop items, remove them... quick per- 
formed actions. We have to make the 
interface quick and easy to use, and very 
focused on the core actions that you often 
perform." The Dungeon Master can also 
pause the game at will. *We think the 
pausing is important for the DM to control 
arbitrary gameplay. ‘Hey, he just stole my 
gold.’ Okay, pause the game, deal with 
the situation, and then un-pause.” 

The game offers a lot of option for 
Dungeon Master-less modules as well, 
though, including automatic difficulty 
adjustments for encounters. The game 
will look at the player character’s level 
and items and determine what sort of 
challenge that character is capable of handling, and adjust the encounter 
accordingly. It will even spawn in new monsters, if necessary. 





The interface is a study in simplicity—a circular menu of nested icons that 
pops up when you click on your character. “The idea is that it pops up 
when you need it, and it’s not there when you don’t,” Oster says. “It’s 
clean and minimalist at all times.” We select the “socialize” option and 
invite the Half-Orc character to join our party. The Half-Orc agrees, and 
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“It was during Baldur's Gate’s devel- 
opment that we started to get these 
ideas for what we could do next. So it was 
really our next dream... we were like wow, 
imagine what it would be like if we could 
add in a Dungeon Master, and you 
could build stuff and go online.” 








his portrait (along with a few icons) appears on the right side of the 
screen, under the portrait of our dwarf. 

Similar portraits and icons appear for every current member of your 
party. The character portrait tells you what they look like, a small arrow 
tells you where they are currently located, and a small sword icon lets 
you know when they are engaged in combat. You can click on any party 
member's portrait to send a chat message (you can also disable long dis- 
tahce communication and server-wide "shouts," if you want to keep 
things realistic). 

Across the bottom of the screen is the "quick bar," an interface that 
allows you to hot key nearly any action in the game to your keyboard's 
function keys (F1 through F12). Drag your sword from your inventory to 
the F1 quick bar slot and it sticks there. Now you will attack with your 
sword whenever you hit F1. 

We wander through the town—over a bridge, past an inn, skirting 


around the outside of an evil-looking castle (yes, 
there is an “evil castle" tile set). Eventually we 
find a dark crack in the city's outer wall—the 
entrance to our cave area. The crack is a set up 
as a trigger—an area transition linked to the 
entrance of the cave. Stepping through the crack 
triggers a loading screen and then deposits us 
next to the cave doorway. Déjà vu. We make our 
way past the stone fence, over the mine tracks, 
and lying in the middle of the floor is a magical 
sword (+5 vs. Constructs, +5 vs. Gnomes). After 
picking up the sword, we continue on. In the next 
cavern, we run headlong into Beetle Boy, who 
immediately attacks. 

“One of the things that we wanted to do with 
Neverwinter was take the combat system to anoth- 
er level," Oster explains as the battle rages. 
"We've just started in terms of implementing, in- 
game, the actual actions that will make that hap- 
pen. I don't know if you can see that, but the 
dwarf—in the middle—just parried an attack. That 
was a dodge. Here's special attacks... these are 
basically feats and skills." 

Combat moves at a pace similar to that of 
Baldur's Gate, but only the Dungeon Master can 
actually pause the action. That's okay, because 
with only one character to control, battles should 
feel significantly less frantic. You can also queue up 
actions—enter in what you want your character to 
do for the next few combat rounds. Click on the 








It's best to let the sleeping dead lie. 





parry action twice, and then the attack action, 
and your character will parry for the next two 
rounds and then attack on the third. 

The Half-Ore character lands a lucky blow 
and knocks Beetle Boy to the ground. Both 
characters immediately (and automatically) 
take an Attack of Opportunity, as per the 3rd 
Edition rules. “That’s kind of the approach 
we're taking with all the rules," says Oster. 
"If it’s something that you'd do, all the time, 
then you do it. Automatically. We've done 
that with a lot of the dice rolling as well. 
Like the new Take Twenty rules." 

Oster is referring to the rule that allows 
you to take an automatic success when you 
have ample time (at least two minutes for a 
skill check that would normally take one 
round) and the skill check carries no penalty 
for failure. The reasoning is that if you roll 
enough times, eventually you will roll a 20 
and succeed. “We found, in pen and paper 
games, that if you're in combat, you don't 
Take Twenty. Other than that, 10096 of the 
time, you Take Twenty. So Neverwinter is 
going to reflect that. You Take Twenty 
unless you're in combat, in which case you 
roll the dice and see what happens." 


THE BELL TOLLS FOR THEE 

Our Dwarf and the Half-Orc character make 
quick work of Beetle Boy, then the Half-Orc 
walks over and stabs our Dwarf in the back, 
killing him. Half-Orcs are not the trustwor- 
thiest creatures, after all. 

A number of things can happen when 
your character dies—most of them depend 
on your server's house rules. The server 
operator can set an “on death” event that 
can be anything from instant character 
respawns with no penalty to permanent 
death (without a Raise Dead or a 
Resurrection spell, you are out of luck). The 
official campaign will use a low penalty sys- 
tem—you can respawn, but there is a small 
experience penalty. You can never finish a 
module with fewer experience points than 








you started with, however. 

The possibilities don’t stop 
there, however. A particularly 
creative Dungeon Master could 
go so far as to create a special 
area to which characters are 
sent when they die. Perhaps 
they are sent to the pits of hell 
and must fight their way out to 
rejoin the game. Perhaps they 
go to the heaven to face their 
deity and be judged. The possi- 
bilities seem endless. 


NEVERENDING STORY? 
So is this the game that BioWare 
has always wanted to make? 
Zeschuk isn’t quite sure. “It’s funny, because 
I think Baldur's Gate originally was. I think 
when Ray and I started the company that 
was one of our dreams—to make a game like 
Baldur’s Gate.” 

“I think they both are,” Muzyka counters. 

“Yeah...” Zeschuk considers. “It was dur- 
ing Baldur’s Gate’s development that we 
started to get these ideas for what we could 
do next. So it was really our next dream... 
we were like wow, imagine what it would 
be like if we could add in a Dungeon Master, 
and you could build stuff and go online.” 

BioWare’s co-founders are not the only 
ones who are excited—3!d Edition lead 
esigner Jonathan Tweet also has high 
hopes for Neverwinter Nights. “I visited with 
the BioWare guys a while back and got a 
look at what they were planning. They had 
an answer to every challenge that I posed to 
them about how their game would give you 
what you get at the gaming table. I was pret- 
ty impressed. If, however, it proves too diffi- 
cult for Dungeon Masters to build adven- 
tures, or if the interface is clumsy enough 
that it gets in the way and leaves people 
feeling that they weren't free like they would 
be if they were imagining it all in their 
heads, then those could be problems. But it 
looks as though the BioWare folks have set 
up something that will come so close to 
gaming in person that only time will tell 
how it works." 

"Personally, I'd love to set up encounters 
for my players in Neverwinter Nights," Tweet 
adds, "and then let the computer do the 
work of running the encounter so I’m not 
under all that pressure." 

And really, wouldn't we all?... e 
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Throne of Darkness $44.95 
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FREE GAME OFFER! Valid on Phone Orders О 


Spend the specified amount on any in-stock software and choose one free IBM game SPEND $60 & Get - Total Annihilation, Take No Prisoners, or Tekwar. 
from the corresponding list. Request must be made at time of order. Offer good on in- [SPEND $100 & Get - Flying Corps Gold, Descent 3, or Colonization. 


i b . Valid tl jh June 22, i 
Hess only, while supplies last. Limit 2 per customer. Valid through June SPEND $200 & Get - Sanitarium, Sin, or Falcon Classic 3.0. 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are subject 
to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warranty applies. All sales 
final. S&H calculated on a per order, per shipment, and per item basis. The "рег order’ charge is charged once per order placed, the "per item’ charge is charged once for each item ordered 
and the ‘per shipment’ charge is charged once for each shipment we make to you. For 
each US order $10.00 will be allocated to a 12 issue subscription to Computer Games 7-10 Days 
Magazine. Call for details. Per ltem. 550 $ 50 
Per Order 8150. $200 
Per Shipment $2.50 8245 
1пет Total $4.50 — $485. $8.05 $19.00 $5.50 $9.80 $19.00 5800 $1200 
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By Benjamin E. Sones 





Ken Levine isn't worried about curses, His office at Irrational Games is peppered 
with а tidy assortment of comic books, wargaming miniatures, and sourcebooks for a 
variety of tabletop games, Sitting behind a small phalanx of Mage Knight Rebellion 
figures, he shrugs it off, “I don't believe in curses,” he explains, “I've worked on 
cancelled games before, and | know why games get cancelled, | worked on that 
Fireteam game, | worked on a [canceled] Star Trek Voyager game... what causes 
games to be cancelled are development issues, Developers don't want to have a plan, 
and development goes on forever, Then somebody gets tired of spending money on 
the game, or the publisher goes out of business, and the game can't be resold to 
another publisher because their contract ties them in too tightly." 
















The game that Levine is working on now is We're a really focused, development-oriented 
Freedom Force, a 3D tactical superhero game team," Levine explains. 

in which you guide a group of comic book 

\! heroes in their efforts to make New York City— The master plan 


and the world—safe for humankind. The curse is not The game is what Levine calls a “real-time mis- 


something out of the game but an urban legend that has sion-based tactical role-playing game.” You have a 
hung like a black cloud over the PC superhero genre for nearly ten years. roster of characters that develops over the course 
For some reason, superhero games have a tendency to get cancelled. of the game as new heroes join your team (or, 


Levine believes that it’s merely bad project management, and 


perhaps just a smidgeon of coincidence. 


Knock on wood? 





Of course, it’s not all coincidence; there are a number of 
design issues that come into play as well. 
problem with the superhero games in particular is that people 
are like ‘oh, it’s a superhero game. We know how to do that, 
let’s just start.’ And they don’t really think about the prob- 
lems.” Levine explains that every game is fraught with it’s 
own unique problems. “Every game is a pain in the ass to 


make, if it’s any good.” 


Irrational’s secret is planning, and they have done an 
ample amount for Freedom Force, which has been in develop- 
ment since May of last year. “We thought of all the prob- 
lems, we had a big design document, and we talked a lot 
about what this was going to be. We decided what was 
important to us.” Is Levine overconfident? Irrational created 
System Shock 2, this magazine’s 1999 Game of the Year, for 
Looking Glass Studios. “We did Shock in around a year. 
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“I think another 





perhaps, as old ones leave). In the beginning, 
there will be only a single hero on your roster; in 
the end, there may be as many as fourteen. 

The characters could have jumped right off the 
pages of any number of Silver Age era comic 
books, which is where Levine gets much of his 
inspiration for the game. Irrational’s artists have 
labored to make sure that all of the little details 
ring true, from the cars on the streets to the ads 
on billboards. “They did a really good job trans- 
lating the characters into the 3D models,” Levine 
beams. “Computer game characters are still pret- 
ty low resolution, but back in the 1960s the 
printing technology was really bad, so they’d 
make all the characters big broad areas of colors 
and bold outlin 

Each of the characters comes with a back-story, 
presented in a panelized comic-book style, that 
describes how that character became a superhero 
(here’s a hint: they were all “altered” by a strange 
extraterrestrial force called Energy X). It’s a deli- 
cate mix of drama, melodrama, and camp. The 
line between making a game that takes itself too 
seriously and one that stoops to self-parody is 
apparently a fine one to walk, and Levine doesn’t 
want the game to be a farce. “What’s really 
important, that people forget—and it's one of tk 
things I work on with the writers for this game— 
that the characters in this period are all really cool 
characters, and they're all a little goofy because 
they're from 1962. But they all have a weakness. 
They're all flawed in some critical way. Before 
that, characters in the 40s were pretty flawl 
and I find that less interesting." 

In between the game's roughly thirty missions, 
you'll be treated to story-driven cut scenes and 
have the opportunity to develop you characters. 
You earn points based on how well you perform in 
each mission. Did you stop the evil villains dead in 
their tracks? More points. Did civilians get injured, 
or is half the town lying in ruins? Fewer points. 


"Town? I'll bet that suit is big 
enough for the two of us." 


The New York underground, 


replete with giant mutant ants. 


Unfortunately for you, many of the game’s villains have 
an unhealthy appetite for destruction. 

You spend the points that you earn to make your 
characters better. “The characters don’t get new 
weapons, and they generally don’t get new powers,” 
Levine explain hey sometimes do, throughout the 
course of the game, but that’s not really how super- 
heroes work. It’s not like Spiderman wakes up one 


Unfortunately 
for you, many 
of the game's 
villains have an 
unhealthy 


new powers, like the Invisible Girl or Phoenix or 
Rogue—she could originally only turn invisible, and 
then she got her force shield and stuff like that later. So 
they'll occasionally get new powers, but mostly its quan- 
titative growth, as they get more adept at using their powers." 


morning and suddenly he can fly. They occasionally get 4 petite for 
Шм. 


A motley crew 

е missions themselves are linear, unlike the classic tactical game X- 
COM, to which Freedom Force bears more than a passing resemblance. 
Levine explains that it’s a trade-off. “I bow down to the brilliance of X- 
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The game captures the feel of 1960s comic books 
with period details and a bold, simple aesthetic. 





Hot stuff coming through’ 


Com, because they told their story in a very abstract fashion. We originally Sometimes the game might limit your choices 
thought about doing the X-COM-style game, where you would just have a with additional complications. Minuteman may 
map of New York, and events would occur and you'd send guys over. The insist on bringing his sidekick, Liberty Lad 





downside of that is... X-COM isn't a soap opera, and super-heroes are soap (don’t ask), along for the ride. Some characters 
operas. You need those events, otherwise it's just a tactical game in super- may not get along with other characters, and 
hero clothing." could refuse to go on missions together. 

You do get to choose which heroes you take on each mission, however, Sometimes the game might present you with two 
and that's where the game's strategy elements start to kick in. You can missions that take place at the same time, and 
win each mission with nearly any character, but the way that you any character that you send on one mission 

approach any given mission will be different depending оп , won't be available for the other. Apparently life 
which characters you elect to bring. That's a page straight is never easy, even for superheroes. 

out of the System Shock 2 guide to game design, and Levine 

confirms that this is one of Irrational's guiding principles. Rock ‘em sock ‘em superheroes 

“Some games have a lot of branching, a lot of choices Once you jump into a mission, things get hairy 


there. I'd rather give the person a really interesting problem pretty quickly. Each mission map represents 
and a really broad range of tools with which to approach it, roughly four by four city blocks in which you get 
and let them figure it out.” to duke it out with the forces of evil, all presented 


The game's delivers its story 
through in-engine cut scenes. 


Well, it’s not like the police ЕЕЗ nin’ through! 
Were using it any more. 
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It's not so much that he double-parked, it's 
that he did it upside-down. And sideways. 





in dynamic, deformable 3D. “Deformable” is really 
just another word for “destructible.” If something 
is in the environment, you can probably destroy 
it. Everything in the world is an object, most of 
which you can interact with in some fashion. 
Click on a car, for instance, and a context sensi- 
tive menu pops up listing all the actions that you 
can perform on that car. Perhaps you want to pick 
it up and throw it through the wall of a nearby 
building. Not too good for Freedom Force’s PR, 
but hey—sometimes you just have to show off 
that super-strength. The game’s physics engine, 
which Irrational has built pretty much from the 
ground up, determines whether or not you are 
strong enough to lift the car, how the car flies, 
how it lands, and what kind of damage it does to 
the building. Objects and structures show damage 
in a series of stages that start with swapping out 
textures and end with little piles of loose rubble. 
“Destructible environment has really been a 
watchword,” Levine explains. “Nobody’s really 
done a good job with that since the first X-COM 
games. I'm talking about arbitrarily destructible.” 
He explains that other games touting the D-word 
(Red Faction, for instance) want you to follow a 
linear path. When gameplay is dependent upon 
finding keys and opening doors, destructible level 
architecture presents 
a real design prob- 
lem. “Freedom Force 
is not a game that’s 
based on blocking 
areas to keep you 
from getting from 
one place to anoth- 
er. So destructible 
environments are 
not an issue.” 
Mass devastation 
comes into play in 
the game’s multi- 
player modes as 
well. In one variant, 
the evil team is out 





From Looking Glass spin-off to gaming powerhouse 
by Jason Cross 


Freedom Force isn't the only project coming out of Boston-based Irrational Games. They're 
also working on a PlayStation 2 game called The Lost, a modern retelling of Dante's Inferno 
that looks positively creepy. Ken 
Levine, now General Manager of 
Irrational Games, started his 
game-making career at the oft- 
revered Looking Glass studios. 
When he arrived, they stuck him 
in a room with game design 
genius Doug Church 
(designer/programmer of Ultima 
Underworld and System Shock, 
among others) to work on a new 
project. The two of them sat 
around and discussed different 
game designs and theories, but 
didn't do much of anything else. 

"For six months," he recalls, 
"we didn't produce anything except a lot of conversation." There are worse ways to start 
your career in games than to be paid to sit around and learn how to design a game with Doug 
Church as your professor, and the end result of all this brainstorming was the original design 
document for Thief. 

In the spring of 1997, Looking Glass was working on a game with the Star Trek: 
Voyager license; unfortunately, it was canceled by its publisher Viacom New Media. Thief 
was stalled—it had been in development for a year and a half, and was going through too 
many changes. 





Jon Chey and Robert Fermier, two of the designers who were working on the canned Voyager 
game, joined together with Ken Levine to start a new company. Chey had previously worked 
on Thief and Flight Unlimited 2, and Fermier worked on System Shock and Thief. 

A variety of factors led to the split. Though Looking Glass made some fantastic and well- 
received games, it was plain that they were wasting time and money on games like British 
Open Championship Golf, a game that Levine describes as "like the girlfriend nobody knew 
how to dump." With the recent cancellation of the Voyager game and the seemingly never- 
ending development of Thief, the three Irrational founders weren't quite happy with Looking 
Glass' handling of game development. The process of making games received too much 
attention, without enough time spent on meeting goals. Levine felt it was time for him to. 
move up. 
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“| wanted to grow a little bit in the world and, | think, so did my partners. And, you know, we 
thought we could build a better mouse trap—as people tend to do before they actually try.” 

In April of 1997 the trio started Irrational Games and set up shop, squeezed into a corner of 
Looking Glass. They paid rent for a little 500 square-foot room, into which they would eventu- 
ally cram 14 people to make System Shock 2. Their first project was to be a single-player ver- 
sion of Multitude's online squad-level action game FireTeam. It suffered from crib death, 
canned by August. Shortly after, Looking Glass president Paul Neurath approached them 
about subcontracting Irrational to build a game using the Dark Engine that powered Thief. 
They didn't have to work long to come up with a design, a spiritual successor to System 
Shock, which Levine calls “probably my favorite game of all time.” 


They pitched the game to Looking Glass that fall. "We weren't calling it System Shock 2 
because we didn't have the franchise at that point," he recalls. Looking Glass liked the idea, 
and gave the three-man crew some limited funds to develop a prototype they could pitch to 
publishers. Irrational's first employee was artist Gareth Hinds, brought on board for practically 
nothing ("Doritos and soda" says Levine) to help out. 

After slaving away on a prototype demo for a few months, they were ready to pitch the 
game to publishers early in 1998. They really wanted Electronic Arts—as the owner of the 
System Shock franchise, it would be the ideal publisher. Without the System Shock franchise, 
they would lose the evil А.І. Shodan, by some accounts the star of the game. 

“Electronic Arts] looked at it and they didn't say anything through the entire pitch," Levine 
recalls. "Jon and | left and were like ‘Oh my god, they hated it.’ Then like two days later we 
heard they wanted to fund it." 

By March of 1998, the ink was dry on the deal and Irrational was to make System Shock 2 
for Looking Glass, with EA as the publisher. Now it was time to put together a team. Finding 
talented developers willing to work for low pay at a startup company was extremely tough. 
"We had to kiss a lot of frogs to find a few princes," he recalls. They were fortunate enough 
to get several Looking Glass developers "on loan," such as sound genius Eric Brosius, level 
designer lan Vogel, and artist Nate Wells. 

With the assembled team and Looking Glass loaners it took only about a year to make 
System Shock 2. The amount of actual "stuff" in the game, and the fact that they completed it 
in less time than the derivative 
(though excellent) Thief //, under- 
scores the differences between 
the game development processes 
at Irrational and Looking Glass. 

If they had to do it all over 
again, they would have fought 
harder not to include multiplayer. 

Electronic Arts insisted that it 
was necessary, and Irrational 
didn't want to rock the boat. "I 
hear it's fun," says Levine when 
asked about the multiplayer. 
“I've actually never even 

played it." 
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to cause as much destruction as they can before 
the good team can stop them. The interface will 
also offer you “degrees of effort.” So when you try 
to pick up that car, if you are not quite strong 
enough, you can put more energy into the effort 
and “try harder.” We can only hope that the char- 
acter will also make a face and grunt. It’s all in 
the spirit of the comics, according to Levine. 


Will our heroes survive? 
So what kinds of mission will you face? Levine 
doesn’t want to spoil any surprises, but he does 
offer a few teasers. “One of the villains is called 
Shadow; she was a supermodel. She got this tiny 
scar on her face and became convinced that she 
was ugly. Now she wants to collapse the entire 
city underground so that it’s always dark and 
nobody can see anything. So she recruits the 
Ant... she’s quite beautiful, actually, and she fools 
him into using ants to help her collapse the build- 
ings. So Freedom Force has to go underground to 
deal with this problem.” 

Mr. Mechanical is another villain you'll run 
into. He's an unsuccessful architect who hates 
New York simply because he didn't design it. His 


The Bullet takes a sparkle bath, while 
El Diablo stands by and observes. 
à -— 


ume 





drafting skills may not be up to par, but he does 
manage to build a number of giant robots (he 
tides in one of them, of course) and proceeds to 
use them to crush the city beneath his... well, 
their... heels. Crazy? Obviously so, but he still has 
to be stopped. 

On the side of good, you'll be able to draw on 
the talents of characters such as El Diablo (he can 
control fire, and not just in the barbecue), Law 
and Order (a dual natured character, only one of 
them can exist at one time), and Manbot (his past 
is more troubled than his name might suggest). 


Comic shop junkie 
Levine may not be worried about the curse, but 
he's quite enthusiastic describing how much fun 
he's had working on this game. “Pll tell you, the 
best part is that I get to buy about $40 a week of 
comics—for comics, that's a pretty good amount— 
and I got way back into it. I was really into comics 
when I was growing up; now I can tell my girl- 
friend ‘honey, I have to go to the comic shop 
again.' What are you going to do? It's research." 
That's all fine and well, but what will he tell 
her when the game is finished? Can he break the 
habit? He responds with a wide grin. “Sequels. 
Add-on pack.” 


GENRE Superhero Role-playing Strategy 
DEVELOPER Irrational Games PUBLISHER Electronic Arts 
RELEASE DATE December 2001 


You'll get docked points if 
you damage property or 
injure civilians in your quest 
to uphold justice. 











When they formed Irrational Games, the three founders were wise enough to know that 
they'd have to suffer through a few games before becoming a success. Though the company 
didn't make much money on the modest selling System Shock 2, it kept them in business 
long enough to secure their next publishing deal. The game's critical acclaim also helped 
them negotiate future deals. 

The second game from Irrational was to be another quickly produced title using the Dark 
Engine, again as a subcontractor 
for Looking Glass. It was a 1960's 
spy game called Deep Cover; 
unlike the light-hearted and 
campy Wo One Lives Forever, it 
was dark and grim, full of conspir- 
acies and double-crossings. 
Irrational was making progress 
and meeting milestones, but 
Looking Glass' financial troubles 
prevented them from paying on 
time. Microsoft eventually signed 
on as publisher, but by then 
Irrational had to start looking for a 
contract elsewhere. There were 
paychecks to deliver and mouths 
to feed, and the company had to 
get some money rolling in. 

In the fall of 1999, Irrational 
signed a deal with Crave Entertainment to develop a PlayStation 2 game called The Lost. This 
would be a necessary departure from Looking Glass—they would be responsible for all devel- 
opment themselves, rather than serving as a subcontractor, and they would use the LithTech 
3D game engine. Shortly after signing with Crave, they decided to opt out of their deal to make 
Deep Cover. They just couldn't afford to work on a game without getting paid any longer. 
Losing Deep Cover wasn't the only hardship Irrational endured. Just after System Shock 2 
shipped, two of the co-founders left the company. Fermier went to Ensemble Studios and Chey 
returned home to Australia. This was a great time to make a clean cut from Looking Glass, and 
in December of 1999 Irrational finally ditched that cramped room in the corner and moved into 
their own offices. 

As work on The Lost started to roll, Levine came up with the idea for a superhero strate- 
gy/role playing game on the PC. He pitched Freedom Force to Crave in March of 2000 and 
they loved it. Around this time, Chey was expressing his boredom in Australia and a desire 
to start working on games again. With the green light from Crave, Irrational decided to open 
offices in Australia to work on the game under Chey's direction. They produce most of the 
story creation, concept art, sound work, and cut-scene editing in the Boston offices, but the 
18 new employees of Irrational working in Australia are primarily responsible for building 
the game. 

Though the company has had a few rough spots, they have one "Game of the Year" under 
their belt and are progressing quite well on both current titles. Both games should both ship 
before the end of the year, leaving both Boston and Australia offices with a clean slate. Down 
the road, Levine thinks Irrational will work on at least two games at a time, possible three or 
even four. He promises that they'll continue to work on PC games since he simply loves the 
PC; not the development environment, but the experience of playing games made for a mouse 
from 18" in front of a monitor. They will not discuss any plans for future games, and certainly 
no firm decisions have been made or deals signed, but it's hard not to notice the rulebook for 
Steve Jackson Games' Car Wars on Ken Levine's desk. 
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Viva la Persistence! 





Sony’s massively multiplayer gaming spreads to new genres 


by Tom Chick 


In the heart of Sony Online Entertainment’s 
headquarters in San Diego, there's a big screen 
that looms over a room of cubicles. It's sort of 
a smaller version of what you'd see in the 
movies when NASA is launching a rocket or 
when an evil villain is plotting to take over the 
world from his underground lair. But instead of 
a world map that tracks а rocket's orbit or 
pinpoints where the space lasers will strike, 
this screen displays a detailed master list of 
EverQuest servers. At the bottom, there’s a 
readout for the total number of people cur- 
rently playing Sony's phenomenally successful 
massively multiplayer online role-playing game. 
It currently reads "D." 
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“Umm, don’t pay any attention to that,” says Sony’s PR rep. He 
sheepishly explains that the servers are apparently down for regular- 
ly scheduled maintenance. Normally, the number at the bottom 
would be in the 80,000 range. “But since the game is down, what's 
happening now is that a lot of these EverQuest players are gathering 
in chat rooms and IRC channels, talking about the game and telling 
each other stories.” 

EverQuest and other massively multiplayer games have a life of their 
own whether the servers are up or not. The unique concept behind 
these games is persistence: just as the real world doesn’t go away 
when you close your eyes, EverQuest is still there when you turn off 
your computer. Most games have continuity in that you start up where 
you left off last time, but the unique aspect of a massively multiplayer 
online role-playing game is that it’s always there, populated by thou- 
sands of people, whether you're logged on or not. And each one of 
those people is paying $10 a month. 


MMORPGs and MMOFPSs and MMORTSs, oh my! 

So it's no surprise that Sony Online Entertainment, formerly known 
by a variety of names like Verant and 989 Studios, is branching out 
into other genres with the persistent world concept. Next summer 
they'll release Planetside, a massively multiplayer online first person 
shooter. The fall after that will see Sovereign, a massively multiplayer 
online real-time strategy game. Both are risky, in that there's no an 
established massively multiplayer audience for either genre. But in a 
way, Planetside is the safer bet. The phenomenally successful 
Counter-Strike has demonstrated that there's a demand for online 
only first person gameplay beyond simple deathmatching. TRIBES 
and Delta Force have demonstrated that first person shooters can 
work on massive maps with dozens of players. Planetside will cater 
to these sorts of gamers with support for hundreds of players on 
dozens of different styles of missions. 

Although the developers carefully avoid using the *T" word too 
much, Planetside is clearly drawing from the TRIBES school of game- 
play. Combat takes place chiefly in outdoor settings on islands as large 
as eight kilometers across. Since the arenas are so large, vehicles will 
play a big part in transportation as well as combat; there are fast 
scouting vehicles, heavy tanks, and flying transports and gunships. 
Using a portal system, the engine seamlessly transitions to indoor 
areas, which will be important for gaining control of various types of 
installations. You can destroy generators to temporarily knock an 
installation out of commission and make it easier to conquer. A char- 
acter's loadout depends on the kind of armor he's wearing. 

So far it sounds a lot like Tribes sans jetpacks. But there are more 
differences than similarities. Most significant is Planetside's persistent 
game world, which gives the world and its players a life beyond a sin- 
gle match. The world consists of three empires battling over several 
islands. Designer Kevin McCann says it's almost "Risk based" in the 
sense that at its highest level, it's about conquering and holding specif- 
ic territories. Each player's role is as a soldier for one of the empires. 
The choice of empire determines what sort of equipment, character 
progression, and mission types are available to the player. 

Some equipment is unique to a particular empire. For instance, one 
empire is based around energy weapons, whereas the other two only 
offer more realistic types of weapons, like shotguns and assault rifles. 
However, after you've killed someone from another empire, you'll be 
ble to loot his equipment to use it yourself or sell it for money. 
Money is used to buy weapons, armor, and items. You can even 
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upgrade the residence on your empire’s home continent, tucked safely 
away from the fighting. “Some of the trade skills will be connected to 
having certain equipment [in your residence]," says McCann. Skills 
can be acquired as you go up levels, which will make character 
advancement about more than simply gaining more hit points and big- 
ger guns. Whereas skills are oriented towards non-combat aspects of 
the game—espionage, electronics, and medical abilities—there are also 
implants that give players combat abilities like increased speed or an 
optical zoom view. 


Career opportunities 

The bulk of a character’s experience and money will be earned through 
missions. As you go up levels, you'll get access to new kinds of mis- 
sions, with objectives like sabotaging a certain generator, escorting a 
convoy, assaulting a base, patrolling an area, or defending something 
from an enemy mission. When you choose a mission, you'll form a 
temporary outfit with the other players on the mission. The other 
members of your outfit will show up on your radar and an outfit leader 
will be able to use an orders system on an overhead map similar to 
that in TRIBES 2. 

Since all participants are human players, missions will be generated 
on the fly to encourage player-vs-player clashes. But you might not 
always face opposition. You might go on a patrol and find the coast is 
clear. You might run a recon mission against an undefended installa- 
tion. “We don’t want players to always expect action," McCann says, 
"We're going to give them a lot of action, but we don't necessarily 
always want them to know exactly what they're going to run into." 

In addition to generating missions, a big part of the play balancing 
has to do with respawning. Each empire has a beachhead on the con- 
tested continents. When you die, you'll respawn on the beachhead, 
which might be a long way from where you were fighting. The danger 
Planetside faces is that it could become a game about traveling to a 
attle rather than fighting in a battle. This is a problem that has 
plagued online flight sims like Air Warrior, where getting shot down 
meant you were going to have to spend twenty minutes taking off from 
your airfield and flying back to the fight. The vehicles in Planetside will 
help somewhat, but a lot of the strategy centers around establishing 
forward respawning areas to minimize travel time. When you capture 
an installation, you'll get control of its respawning tubes. However, 
each tube can only be bound to a single player and each installation 
as a limited number of tubes. There are also some types of equipment 
that can be used to set up one shot respawning points in the field. 
“The bottom line is you'll always need equipment to do it,” says 
McCann, “You won't kill somebody and have them just suddenly 
respawn behind you. They'll have to respawn through some device." 














.. McCann says, "We're going to 
give them a lot of action, but we 
don’t necessarily always want 
them to know exactly what 
they’re going to run into.” 


Online real-time 

Perhaps the riskiest game in development at SOE is Sovereign. 
EverQuest 2 and Star Wars Galaxies are sure-fire hits and Planetside 
will tap into the considerable pool of Tribes and Counter-Strike players. 
But it’s hardly certain whether there’s a demand for a real-time strate- 
gy game that can take months to develop. Most real time strategy 
games allow you to explore one of its sides or the far branch of a tech 
tree in a single game. But the idea behind Sovereign is that you’ll 
develop your units and technology in much the same way as you 








PLANETSIDE: 
[CLOCKWISE] 
Trees aren't just 
there for looks; 
they can also 
be used as 
cover. 


Planetside will 
involve some 
necessary 
roughhousing 
indoors. 


Your choice of 
empire will 
determine 
which character 
skins you'll 
have access to. 


Note the 
assault weapon 
on this charac- 
ter's back; each 
weapon carried 
is displayed on 
the actual char- 
acter model. 


On a clear day, 
you can see 
forever—or at 
least as far as 
the fogging and 
level of detail 
allow. 
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develop a character in a MMORPG like EverQuest. 

A player in Sovereign will have a homeworld where he keeps his 
units when he’s not in a battle and where research is conducted in real 
time whether he’s logged on or not. It can take real world days, or 
even weeks, to complete a particular technology. When a player is in 
the game, he’ll usually be fighting on one of Sovereign’s contested 
planets. These planets are reached by transports, which have a limited 
amount of room. The choice of what you bring from your homeworld 
is a crucial part of the strategy. 

“You ever play Magic?” asks the game’s designer Geoff Zatkin. “You 
know how you make a deck? That’s what you’re doing when you load 
a transport. You’re making what your experience is going to be before 
you even start the game. If you’re wanting to play a set up and defend 
ind of game where you just extract resources, you're going to bring a 
different load out than if you're going to play raider to steal things 
from other players. If you're playing with three or four people, you'll 
basically balance your loadouts against each other." 








"Because players are going to be 
sitting here for such a long time, 
we tried to add a lot of eye 
candy so they can stare at the 
screen to see what’s going on,” 
says producer Clint Worley ... 


Battles take place on globes of varying sizes, supporting anywhere 
from 32 to 500 players. Your style of game will vary based on what 
you're trying to do. If you just want to extract resources, you can play 
a slower defensive game. But if you’re interested in collecting bounty 
for the number of units destroyed, you’ll be able to play a faster-paced 
offensive game. The ability to trade online using a detailed commodi- 
ties market will allow even more flexibility. If you don’t want to mine 
resources, you can just use bounty money to buy resources. And if 
you're not ready for heavy fighting, you can sell your mined resources 
for cash. You can even buy things from branches of the tech tree 
you're not exploring, such as advanced vehicles, special unit upgrade 
items, or structures. 


Take two 

Sovereign is just emerging from an extensive redesign. Until a few 
months ago, it would have played as an ongoing RTS session in which 
you built a base that could have been attacked when you weren't 
online. The units were modeled after real world technologies, with 
tanks, carriers, and nuclear submarines. But now the homeworld con- 





Shadows of Luclin 
A funny thing happened on the way to EverQuest 2 


Sony Online Entertainment isn't done with EverQuest yet. This Christmas, they'll release 
the Shadows of Luclin expansion, informally referred to as EverQuest 1.5 by several 
members of the development team. Luclin adds 25 new zones, a new city 
(Shadowhaven), a new race (the cat-like Kerrans), and a new class (the beast lord). With 
the exception of its new class, this isn't anything that hasn't been done in either of the 
other two expansions for EverQuest. But what makes Luclin more of an intermediary step 
between EverQuest and its sequel are all the technological updates to the basic engine. 
Because £uclin adds support for T&L, 32-bit color, and DirectX 8, the developers hope 
to add more detail without a significant frame rate hit. A new mapping technique will 
blend terrain types more naturally; no more harsh and sudden divisions between rocky 
mountains and grassy plains. Trees are considerably more detailed with bark textures, Architecture with more polygons and bigger textures 
gnarled roots, and trunks canted at different angles. are a part of Luclin’s urban renewal program. 
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SOVERIEGN: 
[CLOCKWISE 
FROM RIGHT] 


cept offers downtime when players aren’t online and the units and è 3 
Giant robot suit 


structures have a sci-fi style. 
"Because players are going to be sitting here for such a long time, we 
tried to add a lot of eye candy so they can stare at the screen to see 


in your size. 


It's all about 


what's going on," says producer Clint Worley as he zooms in from the defense. 

global view to a view of the shell casings spitting out of an infantry- 

man's weapon. “They can zoom in the camera to a level they wouldn't Full scale 

normally play the game at just to see what's going on down there." attack. 
The only combat units on display in this early build are infantrymen Hanging 

standing toe-to-toe to shoot at each other next to some blocky build- araündihe 

ings. There's also an oil extractor that looks like a lunar lander with a buio. 


nozzle on it and an engineer that looks like the loader from Aliens. 
Most of the multicolored buildings look like a cross between something 
from Command & Conquer and Pee Wee's Playhouse. But the art design 
has a long way to go. Besides, the game will live or die based on how 
well battles play out and how willing players are to develop their 
orces over multiple sessions. 
*Just having persistence to offer makes a major difference," says 
Worley, *We're all going to run out the day WarCraft Ш comes out and 
pick it up. But whether or not we're playing it for three months after 
that is the key. We run on a subscription based system, so we want to 
eep people around as long as possible." 











Twofer or not twofer 
Both Sovereign and Planetside will use the tried and true MMORPG 
usiness model. They'll be released as retail products, but players will 
have to pay a flat monthly fee as well. “I don't believe the monthly 
subscription model will change in the immediate future," says Scott 
McDaniel, Sony Online Entertainment's marketing director, "Many pric- 
ing models have been tried and the model that has panned out is pay- 
er-month. This is really quite similar to the ISP model of unlimited 
use for a set monthly fee." 
At this point SOE has no definite plans to bundle their games or 
offer discounts for existing users. Whether this will happen in the 
future depends on whom you ask. McDaniel thinks that since the 
games won't cannibalize each other's audience, bundled price deals 
aren't likely. *We want to build strong loyal followings for each game 
separately," he says, drawing an analogy to the soda industry. "In 
sodas, you have colas, lemon-lime, fruit drinks, bottled water, and so 
forth. The soda manufacturers strive for market share and audience 
within each genre. That's the same goal we have—market share and 
audience within each genre." But Brad McQuaid, an SOE vice president 
and one of the creators of Everquest, isn't ruling any pricing deals out. 
"We'll probably consider and investigate pricing plans favorable to 
those who want to experience the entire suite of massively multiplayer 
games we have on the way." e 














But it seems that most of the work being put into Zuclin is going into new character 
models. Characters are built from more polygons and bigger textures, which gives them a 
lot more detail. A new skeletal animation system is being used for combat animations spe- 
cific to weapon configurations; a character with a shield and a sword will move differently 
from someone with a spear or axe. The most dramatic change is ironically the smallest. 
Characters’ faces are now 3D models with bones moving their brows and mouths. Eyes are 
separate objects that can roll and glance. Characters in combat will grimace while they 
fight. They'll get a pained look when they're damaged. Players can smile and frown. These 
new animations and facial models give characters in Luclin more, well, character. 

Unlike Scars of Velious, which was aimed at higher-level characters and often required larg- 
er scale raids (the final boss took 40 characters to kill), Luclin is designed for small parties and 
characters of all levels. Although producer Jeff Butler admits this will be the first feature to go 
if the team is pressed for time, they hope to add animals that can be ridden like horses into 

More detailed tree models are a part of the game. Many of Luclin's improvements only apply to its 25 new zones. "We may improve 
Luclin's rural renewal program. the old world in the future," he says, "but we're not sure whether that's going to happen". 
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HARDWARE 


technology for today 





how much is enough? 


The GeForce 3 tests the upper limits of hardware pricing 


NVIDIA’s newest chipset, the GeForce3, is here, and it’s expensive—the 
announced cards start at $529. Everyone thinks the technology is fabulous 
but that it costs too much. The conspiracy theorists say that NVIDIA is 
just price gouging us because 3dfx is gone, but that doesn’t explain why 
the GeForce2 Ultra was released at $500 last year when 3dfx was still 
around, or why a company like 3dfx that planned to release the Voodoo5 


6000 as a high-end card at $500-600 would be considered "price pressure." 


Still, the complaints over the cost of a GeForce3 bring up an interesting 
question: how much is enough? What do you need to really get the most 
out of the games you play? 

Unfortunately, there's no one answer that will suit everyone. It's like 
buying a car—people have different needs, desires, and bank accounts. If I 
had a $60,000 car budget, I probably wouldn't spend it all on a Lexus but 
instead buy a cheaper Audi TT and get a lot of stereo work done. 
Someone else might want a really nice SUV. 

With games, some people want a really big monitor, some want to run 
their games with the best graphics at the expense of framerate, and some 
prefer to sacrifice visuals for ultra-smooth play. Clearly, a 700MHz 
machine with 128MB of RAM and a GeForce2-class video card will run 


** Clearly, a 700MHz machine 
with 128MB of RAM and a GeForce2-class video 
card will run nearly any current game... ** 


nearly any current game in a fashion that coincides with how the game 
designers envisioned it. That doesn't mean you should go out and buy 
that system, though. 
What if all you play are wargames and real-time strategy titles? You can 
probably get away with a lot less. If you're into flight sims you probably 
want as much horsepower as you can muster—tons of RAM and a really 
fast CPU. A good rule of thumb is what I call the *year old $2000" rule. 
You should be fine with any system that cost $2000 a 
year ago. If your system is slower than that, either 
because you bought it recently on the cheap or it's old, 


TIP OF THE MONTH 





as it comes out, since most games 
won't take any advantage of new tech- 
nology and staying on the bleeding 
edge gets expensive real quick. The 
flip side of that is to avoid buying 
hardware that is just good enough. It'll 
become outdated too quickly. I say, wait until 
your system needs some upgrading. If you find 
yourself turning off details or running a low reso- 
lutions in new games, it's time for new hardware. 
Then, decide how much money you can possibly 
spend and go all-out. 

In other words, don't throw out that GeForce2 
for a GeForce3 just yet. But the GeForce 256 or 
TNT2 that's starting to chug might need replacing, 
and you'll go longer before upgrading again if you 
dive in on that $500 GeForce3. There's a very 
good argument to be made for upgrading to one- 
generation old technology when your system starts 
to get a little long in the tooth, like buying a 
GeForce2 or fast Pentium III now instead of a 
GeForce3 or Pentium 4. You simply get more bang 
for your buck. But you'll also find yourself 
upgrading again sooner, and though few games 
will use the new technology you're buying, you'll 
get faster framerates while you wait for 
that to happen. Not to mention the fact 
that you'll get all those features the 
day those games arrive, without hav- 
ing to shell out any money. 

Should you run out and buy the 
newest, fastest processor and video 
card? Dive right in to the most expen- 
sive RAM technology out there? If 
you've got a system that's still playing the types 
of games you enjoy without any trouble, then no. 
There's no reason to stay on the bleeding edge. If 
it’s time to upgrade anyway, though, there's no 
harm in going balls-out. You'll be buying more 
than speed or features that may not be used just 
yet—you'll be buying time. e 





you'd probably get tangible improvement by upgrading a 
component or two. If you're shopping for a whole new 
system, I typically don't recommend spending less than 
$2000. You can get a system that will play today's games 
just fine for much less, but in a year you'll wish you'd 








Change Windows Explorer default directory—Do you like to use 
Windows Explorer to browse your hard drive, but can't stand the default 
directory it starts in (like My Documents in Windows ME)? It's easy 


it and choose "proper- 


enough to fix: just right-click the Explorer shor 
spent more. ti In th rget" field, change it to read C:\WINDOWS\EXPLORER.EXE 

That's really the key when it comes to buying hard- /n,/e,C:\ You can substitute or any directory on your hard drive, and 
ware, I suppose. The goal is not to buy hardware as soon when you start Explorer, that's where it'll go. 
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send questions to qa@cdmag.com 


| have heard of some Internet 

accelerators that say they can 
speed page loading up to 200%. How 
would something like that work, and 
would it be right for me? I have a 450 MHz 
computer with a 56k modem. I do not 
play multiplayer games, but I do a lot of 
web surfing. 

Л.С; 


А: Most of these are software utilities 

e that basically change a few values 
hidden in your registry, like MaxMTU 
(Maximum Transmission Unit), TTL (Time 
to Live), port settings, number of simulta- 
neous connections, etc. The default TCP/IP 
settings Windows uses are geared for the 
lowest common denominator. It’s there to 
be stable, not necessarily speedy. How 
much these things help can vary quite wild- 
y, depending on other factors like your 
particular modem, internet provider, phone 
ine conditions, etc. It’s been my experience 
that it’s probably not worth shelling out 
money for what is essentially a very simple 
registry-changing program. Freeware pro- 
grams like iSpeed or EasyMTU can be 
found through any search engine and do 
the job just as well. 

Do they work? When I had a dialup 
modem at home, I noticed a noticeable dif- 
ference in web page viewing, downloading, 
and online gaming. I wouldn’t go so far as 
to say it was twice as fast, but it was defi- 
nitely noticeable. 














I've been investigating the possibili- 

ty of getting a DSL connection so 
that | can play games online. However, 
the ISPs tell me that my line does not 





TECHBYTES 


Windows XP Beta 2 ships— Beta 2 of Windows XP 
shipped to testers at the end of March, signaling a 
major milestone in the development of the biggest 
change to the Windows OS since Windows 95. Beta 
2 represents a version of the operating system which 
is nearly feature-complete, and will be followed by 
опе or two release candidates in the coming months 
as Microsoft works on fixing bugs and improving 
compatibility. The final version of the OS is expected 
to go on sale in the second half of this year. 
Microsoft Unveils Tablet PC— In conjunction with 
Transmeta and Compaq, Microsoft came closer to 
delivering the much-talked-about TabletPC when it 
revealed some details about the device. Compaq has 
plans to release a Tablet PC powered by a chip from 
Transmeta early in 2002. Tablet PCs would be about 
the size of a legal pad and feature a flat screen that 





qualify. | discovered that | am 27,600 feet 
from the telephone company. and DSL 
currently will not work if you are more than 
18,000 feet away. Can you direct me 
toward a homepage that keeps up-to-date 
information on where DSL technology is 
heading? Paying $6/hour at the locat 
computer cafe gets old after awhile, | 
would like to know how much longer | am 
going to have to pay. 

Glenn P. 


e While DSL technology is getting bet- 

e ter, I don't know if they're going to 
manage to get the minimum distance up by 
5396 anytime soon. Still, if you want to 
keep an eye on the DSL scene, the best site 
I've found is DSL Reports (www.dslre- 
ports.com). They've got plenty of news and 
service reviews, and even some nifty web- 
based tools for those with broadband con- 
nections. 


Through downloading and various 
CDs | have acquired several Unreal 
Tournement mods, however, call me stupid, 
but | do not know how to actually install 
them. The sites from which | downloaded 
and the CDs were no help whatsoever. 
Jerry О. 


e Most Unreal Tournament mods come 

e with a .umod extention, and are 
already associated with Unreal. To install 
them, you just double-click the file. What 
could be easier? It’s possible that the .umod 
extension may become un-associated in 
Windows, though. If this happens to you, 
there’s a fix for it. Just head to 
unreal.epicgames.com and click on the 


can be written on with a stylus. Users would be able 
to make notes or input data with the stylus or voice 
and beam the data to others. The devices will use a 
specially modified version of Windows XP and other 
companies such as Intel, Acer, Toshiba, and Sony are 
partners in the project. “It enables people to interact 
with their PC in a more natural and intuitive way 
through digital ink or voice input,” Gates said in a 
Statement. “And it helps them use their PC more 
effectively in everyday tasks like taking notes at meet- 
ings, working collaboratively, and reading electronic 
documents. The tablet PC will be an even more impor- 
tant advance for PCs than notebook computers were.” 
But will it play games? Hey, if it's got a processor and 
a screen and it gains popularity, games are sure to fol- 
low. Mac OS X released— In a true case of Good 
News, Bad News, Apple's much-vaunted OS X was 
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"known issues and bugs" link on the left. 
You'll find a registry file to repair the file 
association at the end of the page. 


Since ATI just sealed the deal with 
Nintendo, do you think they will be 
coming out with a new graphics card 
sometime within the next six months, or do 
you think Nintendo will just use the 
Radeon chip? 
Shawn 


This is a case of marketing making 
omething look like more than it is. 
The graphics chip developed for the 
Nintendo Gamecube was designed by a 
group of mostly ex-Silicon Graphics guys at 
a company called ArtX. The design for the 
chip was completed last spring. ATI pur- 
chased ArtX, but it was after the design for 
the Gamecube's chip was completed. So 
now ATI's marketing and PR is promoting 
the Gamecube's chip as an ATI chip, which 
is technically true since they own ArtX, but 
very misleading at the same time. 

ATI will likely release a new graphics 
chip later this year, but as of this moment it 
won't be very soon. It's doubtful that 
they'll ever release the Gamecube's chip in 
a PC card, since the technologies don't nec- 
essarily correspond exactly to the latest 
advances in DirectX. We might see some of 
the features or base technologies used in 
the Gamecube chip's design in a future ATI 
part though, since the people who designed 
it (ArtX) now work for ATI. 











released in March. It's currently on sale as a retail- 
only upgrade for Mac users. Users seem generally 
happy with the new “Aqua” interface and the speed 
and flexibility of the new operating system. But, crit- 
ics say it's not quite ready for prime time yet, and 
have nicknamed the retail release “Beta 2.” 
Specifically, CD-RW and DVD drives are not yet sup- 
ported, and the much-lauded iTunes and iMovie soft- 
ware doesn't yet come in a Mac OS X version. Users 
have to boot back to OS 9.1 to burn a CD or rip MP3s 
with iTunes. There are some other hardware incom- 
patibilities as well. Apple promises to have CD-RW 
and DVD support patched into the OS by the time you 
read this, and all the features, expected software, 
and hardware support is supposed to be fixed by the 
time OS X becomes standard on new Apple machines 
this summer. е 
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FEATURE 


Programmable 
Pixel Pusher 


A look inside the GeForce3 


by Jason Cross 


Why spend several hundred dollars every year 
just for a few more frames per second? Hardcore 
shooter fans are constantly looking for more 
speed, but most gamers are generally happy with 
how their year-old systems run. It’s time to stop 
simply drawing more pixels faster and start draw- 
ing better-looking pixels, and that’s what 
GeForce3 is all about. For the first time in years, 
the hottest new graphics card is all about giving 
developers new features to drastically improve the 
quality of their graphics instead of just doing the 
same old thing faster. 


nfiniteFX 
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he crux of the GeForce3 is what NVIDIA calls the 
nfiniteFX engine, its clever marketing term for 
complete hardware support of the vertex shader 
and 
haders are little programs that perform operations 
on geometry. Things you can do with vertex 
haders include stuff like matrix palette skinning 
for more realistic character animation with up to 
32 "bones 
things like moving waves and water that ripples; 
and vertex morphing to change one 3D object's 
hape to another, which is a big bonus for anima- 


ixel shader interfaces in DirectX 8. Vertex 


per joint, deformation of surfaces for 


tors. Developers can also use vertex shaders to 


brea 








Quake i 
Arena 


All benchmarks performed on а 1.5 GHz Pentium 4 with 256 MB of RAM. Vsync was always disabled, 32-bit color modes were 
always selected, and sound was disabled whenever possible. Quake Ill Arena used version 1.27g and the demo127 test, with all set- 
tings set to maximum and trilinear filtering enabled, Aquanox tests performed with the looping "Aquamark" demo test, set to use the 
maximum 40 MB of textures. Serious Sam scores reported are the “average without excessive peaks" value taken from the Karnak 
Peaceful Night Coop demo. Unreal Tournament was benchmarked using the UTBench test demo. 
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down higher order surfaces like splines into 
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triangles—a process called tessellation. These are just the most basic of fea- 
tures that clever developers can use vertex shaders for. Though vertex 
shaders can be run in emulation on your CPU, they should be much faster 
running on a video card that fully supports them; the GeForce3 is the first 
video card to do so. It’s far less limited than the hardwired T&L units in 
prior video cards, which means that developers will find it more useful and 
we'll finally start to see those scenes with hundreds of thousand of poly- 
gons we've been promised for so long. 

Pixel Shaders are similar to vertex shaders, but instead of processing 
geometry data, they calculate stuff like texturing and shading on each indi- 
vidual pixel of the screen. They require a supporting video card to function 
at all, unlike vertex shaders. The idea is that developers no longer have to 
just choose between a small set of effects—bump mapping or environment 
mapping, for instance—and can instead write their own effects using a 
generic pixel programming standard. Developers can combine vertex and 
pixel shaders on the GeForce3 to create effects like cartoon shading, subtle 
gloss effects to make sand look wet or skin look sweaty, accurate reflec- 
tions on objects that aren't smooth, custom lighting and shadowing, and 
much more—and it's all accelerated by the video card. Pixel and vertex 
shaders, when implemented in hardware as with the GeForce3, finally give 
developers true control over what happens on the video card by letting 
them program every operation and design each effect. 











Get ready for lightspeed 

The GeForce3 is a total monster of a chip. It's 57 million transistors made 
with a very advanced .15-micron manufacturing process—that's about 3696 
more complex than a Pentium 4. It'll handle 800 billion operations per sec- 
ond. Perhaps because it's such an enormously complex chip, it runs at only 
200 MHz while the older GeForce2 Ultra runs at 250 MHz. Memory on most 
GeForce3 cards is 64 MB of 230 MHz DDR RAM (effectively 460 MHz), 
identical to most GeForce2 Ultra cards. Also like the GeForce2, it has four 
pixel pipelines with two texture units each. With a slower clock speed, iden- 
tical RAM speed, and identical pixel pipelines and texture units, it should be 
slower than the Ultra, right? Not necessarily. NVIDIA has incorporated sev- 
eral new features to more efficiently use available resources. 

For starters, the GeForce3 can apply four 
textures each time it draws the screen. The 
GeForce2 can apply two textures in one pass, 
and then it has to write the value out to mem- 
ory and blend it together with the results of 
more textures in another pass. The GeForce3 
still has only four pixel pipelines and eight 
texture units, but it can assign pixel pipelines 
one and three to each, use four of the texture 
units, leaving pipelines two and four idle. In 
games that blend three or four textures 
together, this results in less reading and writ- 
ing to the card’s memory and can potentially 
speed things up quite a bit. 

Vertex and pixel shaders, when they’re fully 
used, should speed up games by allowing the 
video card to accelerate much more than it 
used to be able to, but the most immediately 
obvious speed improvement is likely to come 
from what NVIDIA calls its Lightspeed 
Memory Architecture. This is its term for a set 
of features to help use memory more efficient- 
ly, including the crossbar memory controller, 
Z-compression, and Z-occlusion culling. Z- 
compression and Z-occlusion culling basically 
mimic the Hyper-Z features ATI introduced 
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with their Radeon last year. Z-buffer data is compressed up to 4:1 to 
reduce its strain on memory bandwidth. Z-occlusion culling basically 
means that before pixels are rendered, their Z values (or “how deep 
they are in the screen") are examined to find pixels that are covered 
up by others. The pixels that are occluded are discarded before being 
drawn (even before texture data is read). In theory, this could 
improve performance by as much as two or three times, but in prac- 
tice it's probably more like the performance benefit the Radeon gets 
from similar features—around 30 percent. 
The crossbar memory controller is an interesting change. Modern 
video cards typically provide high-speed access to memory through a 
128-bit DDR memory interface. Thus, they transfer information in 
256-bit (32-byte) chunks. This might seem like a good idea, but as 
graphics get more detailed it actually turns out to be a handicap. A 
small triangle in a particularly detailed scene, or one that is just far 
away, may only use 16 bytes of data, leaving half the total memory 
bandwidth to waste! NVIDIA now uses four 32-bit DDR memory con- 
trollers, each of which has access to all memory. The total memory is 
still 256 bits per cycle, but each of the four memory controllers can 
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» GeForce3 Quincunx 


l 


GeForce2 4x AA 





Detail of Unreal Tournament: Quincunx AA doesn't look quite as good 
as 4x AA in still pictures, but you'd never see it while playing. 





pull in data from different places in memory, 64 bits at a time, so 
none of the bandwidth goes to waste. Do the bandwidth savings 
work? You bet—in our tests with anti-aliasing turned off, the GeForce3 
managed to provide comparable performance to a GeForce2 Ultra, despite 
having a lower chip clock speed. Crank up the resolution, and the 
GeForce3 is often 20-3096 faster, even on older games that don't take 
advantage of DirectX 8. 














What the hell is a quincunx? 
The GeForce2 is often criticized for its method of anti-aliasing, called 
supersampling. It has some compatibility problems that result in visual 
glitches in many games, and it incurs an enormous performance penalty. 
Superpersampling works by drawing the screen at a higher resolution and 
then blending it down to the target resolution. For example, at 800x600 
with 4x anti-aliasing, the screen is drawn at 1600x1200, then filtered down 
to 800x600. The GeForce3 uses multisampling, which really clears up the 
incompatibility problems. In addition, NVIDIA has introduced a new anti- 
aliasing mode, quincunx (kwin-kunks) AA, unfortunately named after the 
geometrical pattern it uses. A quincunx is a series of five points on a rec- 
tangle, one in each corner and one in the center, like the number five on a 
die. Quincunx AA 
takes a color sample 
in the center of each 
pixel and another in 
the upper-left corner. 
The color values for 
the other three cor- 
ners of the pixel 
come from the 
upper-left samples 
on neighboring pix- 
els. Then an algo- 
rithm blends togeth- 
er all five samples to 
determine the color 
of the final pixel. 

In order to anti- 








GeForce2 ААА 


Detail of Quake Ш Arena: Quincunx AA is hard to 
distinguish from 4x AA. It really looks great. 








alias an 800x600 

screen, the GeForce3 actually only draws an 800x600 screen, but it mea- 
sures records a color value twice for each pixel and determines each 
pixel's color from a total of five color samples. The quality is about the 
same as 4-sample AA (you have to study static screenshots to notice any 
difference) but only incurs a much lower speed penalty. We compared the 


GeForce3's Quincunx AA to the 4x mode on a 
GeForce2 Ultra, and there's good news all around. 
Quincunx AA looks about the same, works better 
with more games, and runs as much as twice as 
fast. With current games, you can turn on quin- 
cunx AA and just leave it on in every game you 
play—and that doesn't mean running them at 
640x480, either. 


The Ferrari of video cards 
The feature set of the GeForce3 is a major leap 
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GeForce3 reaches critical mass. There should be a 
few games with minor DirectX 8 features soon and 


more by the end of the year, but wh 





y not just wait 


until then to buy a new video card? It's a matter 
of personal preference, really. If you buy a 
GeForce3 now, you won't get to see most of its 
great new features in the hottest games for a 
while, but you won't have to buy a new card 
when that day comes. In the meantime, you get 
better performance, particularly with anti-aliasing. 
The GeForce3 is the Ferrari of video cards: priced 
out of reach for most drivers and more expensive 


than the next nearest competitor, 
penny for those that can afford it. e 


ut worth every 
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Dell Inspiron 8000 


A fully capable gaming laptop (forklift not included) 


by Jason Cross 


Over the last few years, one of the questions regularly asked is 
“what notebook computer should I buy for gaming?” The answer, 
unfortunately, has always been that laptops really aren’t for 
games, and you're better off sticking with a desktop 
PC. Sure, some games work well on a laptop, but the 
sexy 3D games just demand more video card and 
processor power than you could get in a portable 
machine. 

That's starting to change. Laptops are now available 
with quality 3D acceleration, great screens, and fast 
processors. One example is Dell's new Inspiron 8000, a 
notebook with enough power to allow you to truly play 
the hottest 3D games. The test Inspiron 8000 is decked 
out with Intel's brand-new mobile IGHz Pentium III 
processor and 
NVIDIA's new 
GeForce2 Go 
graphics 
processor with 32 


UPSIDE Blazing fast, crisp screen, 


great notebook 3D graphics 





DOWNSIDE 


Very heavy, terrible battery life 


ЖЖ Ж Ж 


RATING 








two components are pri- 
marily responsible for the 
machine’s great game-playing ability, but the rest of it doesn’t 


hurt, either. The 15” screen is of the new Ultra XGA variety, which 


means it delivers a native resolution of 1600x1200. That’s almost 
too high-res for a screen of that size, 
but the desktop remains crisp and read- 
able. If you prefer a lower resolution, 
the display scales smoothly, and the 
high native resolution lessens the blur- 
ring normally associated with scaling 
the 2D desktop. 

For storage, this beast has a 32 GB 
5,400 RPM hard drive, an 8X DVD 
drive, and floppy disk in the front 
expansion bay. It includes both internal 
56k modem and 10/100 network port, 
which leaves both PC Card slots open. 
There’s a TV-out connector on the side 
and the usual array of notebook ports 
on the back—mouse/keyboard, two 
USB plugs, serial and parallel ports, 
VGA output, and a docking bay connec- 
tor. Whether you prefer the small pen- 
cil-eraser style track stick or a touch 
pad for mouse control, Dell has you 
covered—the Inspiron includes both. (If 
you're going to play games, though, 
you’ll want to hook up a real mouse.) 
The Harmon/Kardon stereo speakers 
are adequate, but you'll want to use 
headphones for the best audio experi- 













MB of DDR memory. These 
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Quake III Unreal 
Arena Tournament 2000 (1005) 2001 (100s) 
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right-hand side of the notebook, which makes phone or net- 
work wires fight for desk space with an external mouse, but 
it's otherwise laid out quite well. 

When it comes to games, it simply rocks—for a laptop. 
The GeForce2 Go is a hair slower than a GeForce2 MX, 
which in laptop terms means it delivers excellent perfor- 
mance. A GeForce2 MX system outpaced the Inspiron in most 
comparisons, but that had more to do with being run on a 1.5 
GHz Pentium 4 than anything else. Twinview features to extend 
your desktop to a TV or monitor work flaw- 
lessly, and the 
tactile feed- 
back from the 
keyboard 
won't even 
mess up your 
Quake game. 
Granted, with 
GeForce2 MX class power you won't 
be able to run at really high resolu- 
tions or kick in anti-aliasing 
very often, but it's 

rarely necessary on a 
15" screen. You can 
honestly play any 
modern game with all the features 
turned on at a respectable framerate 
and resolution, which is a first in the notebook world. 

Such power doesn't come without compromises, though, and in 
the case of this Inspiron 8000 model they're too big to overlook. 
First, the machine is very heavy. Dell claims a stock 7.8 Ibs, but 
when placed on a scale it weighed in 
at 8.4. Put it in a backpack and you'll 
have red marks on your shoulders 
after 15 minutes. Worse, the battery 
life is downright abysmal—you can 
expect just over an hour of actual 
hardcore game-playing, or just under 
two hours of DVD movie playback 
(which looks great, by the way) before 
it shuts down. With a full charge and 
no applications running—speedstep 
enabled so the machine ran at 700 
MHz—it conked out in just over two 
hours. You can opt for a smaller screen 
to conserve battery life or replace the 
floppy drive with a second battery, but 
that adds another half pound. 

The Dell Inspiron 8000 with Intel's 
new mobile Pentium III and NIVIDA's 
GeForce2 Go is finally a great gaming 
laptop. It's a really awesome machine 
to serve as a desktop replacement or a 
second home machine you want to 
stow away when not in use, but the 
pathetic battery life and oppressive 
weight make it poorly suited for actual- 
ly using on the go. Plug it in at a table 


GeForce 2 MX 
(РА 1.5 GHz 


Inspiron 8000 
(GeForce 2 Go) 


3D Mark 3D Mark 


ence. Ergonomically, it’s a pretty good 
package, and even the twin fans in the 
back that keep the system cool don’t 
make much noise. Like most laptops, it 
can get a bit warm in your lap, but 
that’s hard to avoid with such horse- 
power under the hood. The communica- 
tions ports are near the front of the 
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We ran all our tests on the Inspiron 8000 with vsync disabled using 
Dell's latest drivers. The comparison GeForce2 MX tests were run on a 
1.5 GHz Pentium 4, also with vsync disabled. Quake Ill Arena version 
1.27g was used, with the "demo127" timedemo benchmarked — all 
settings were maxed out and trilinear filtering was enabled. Texture. 
compression was disabled. Unreal Tournament was patched to version 
436, and all detail settings were set to max. 3DMark tests were run in 
32-bit color with 32-bit textures, and all other settings as default. 





somewhere and you're fine, but if you 
want to carry it around and use it 
untethered, it's a burden. 


MANUFACTURER Dell [www.dell.com] 
MSRP $2991 


If gaming's your religion... 
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The cow dances a jig. 








by Steve Bauman 


Black & White 


REVIEWS 


the definitive source 


Over three years in the making, Peter Molyneux’s epic Black & White hit 
stores with a firestorm of activity as bizarre and unique as the game itself. 
As it was flying off shelves, it was accused of being spyware (without per- 
mission or notification, it automatically connects to a central server for 
some of its Internet functionality) and/or being a beta version that shipped 
to stores in error (not true), and its copy protection wreaked havoc on CD- 
ROMs throughout the world (thank you, Safedisc). 

In addition, it seems that nearly everyone formulated a strong opinion of 
the game before having a chance to sit down and actually play for any sig- 
nificant amount of time. With its advanced AI, beautiful 3D graphics that 
do a terrific job scaling to machines of all shapes and sizes (and allow 
zooming from detailed ground level views to the heavens), and innovative 
gameplay, it’s easy to see why people are excited. 
Out of the gate, it doesn’t quite feel like any other 
game on the market, though after a short amount 
of play you start to see the elements that make it 
feel like the culmination of Molyneux’s apparent 
obsession with gods and manipulating and influ- 
encing environments and systems rather than 
directly controlling individuals. It's very much in 
the style of his original Populous games, only this 
time he's added a smidgen of Pokémon and Creatures into the mix. The 
resultant game is a curious mess that is more worthy of your respect for its 
significant accomplishments then it is of your actual gameplay time. 








Good god(s) 

The basic premise is that you are a god that has descended upon an island. 
You are given a few villagers and a spot of land to lord over, and you need 
to help guide these folks as they go about their daily lives of harvesting 
wood and crops, making babies, and creating additional buildings to 
expand their village. Your villagers' belief in your godliness gives you 
power, which is used to extend your reach across the map and is converted 
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Your Creature wantste be 


Now this is one pissed off cow. 


It's a really bad idea to fight near a town. 


to miracle power through worship. Miracles 
can be used to inspire more belief in friendly 
or enemy villages—you capture towns by mak- 
ing them believe in you more than they 
believe in their existing god. The more vil- 
lagers you have, the greater your power—in 
both the literal and figurative sense. 
Unfortunately, there are other gods on each 
island as well, and you eventually need to 
clear the islands of the other gods to establish 
your basic good godliness. 

While it superficially sounds like a standard 
strategy game, quite a few things differentiate 
Black & White from the pack. In a stroke of 
brilliance, its visual look changes depending 
on the way you play the game—if you're a 
kind and just god, one that's always helpful 
and soft on that wrathful business, you have a 


At times wildly original, amazing creature Al, personality up 
the wazoo, innovative interface, tries tons of original things 


At times incredibly dull, lacks cohesion, sadistic single-player 
game, a few serious bugs 


nice, pleasant land full of green hills and good 
weather. If you decide to re-enact “sinners in 
the hands of an angry god” in 3D, your temple 
will grow evil looking spires and the world 
will be more barren and desolate. 
Non-standard thinking is rife in the game's 
interface, which doesn't feature visible menus 
or interface buttons. Instead, you interact with 
objects within the game world using a giant dis- 
embodied hand that changes in appearance dur- 
ing the game depending on whether you per- 


form good or evil acts. You can do everything 
in the game with the mouse, from scrolling 
(you click and drag your hand across the screen 
to move and rotate the map—though using the 
keyboard is considerably easier), to throwing 
and manipulating objects around the game 
world (the game’s physics are superb). You cast 
miracles using a gesture system that requires 
you to reproduce certain shapes with the mouse 
to call the miracle. While initially baffling, with 
practice it becomes second nature, even in the 
heat of combat. 


A game with character(s) 

The biggest, and most interesting, aspect of 
the game is the introduction of a creature that 
serves as your physical manifestation in the 
world. Initially limited to a choice between an 
ape, a tiger, and a cow (you can swap bodies 
with new animals later on), it’s a complex lit- 
tle АТ creation that gives the game a lot of 
character. The creatures not only look fantas- 
tic, but also have so much personality you 
can’t help but care about how they evolve. 

And evolve they will. They grow in size over 
time and learn from watching you go about 
your daily business. You have to teach them 
how to be the best good or evil creature they 
can be. Initially they’re pretty stupid, perhaps 
too much so—the early training with your crea- 
ture is, at times, frustrating. You may be embar- 
rassed to find your cow eating villagers— 
strange behavior for an oversized herbivore. An 
incredibly clever system provides a relatively 
simple and elegant solution for a complex prob- 
lem—you condition your creature with positive 
and negative reinforcement (via petting and 
slapping), and can use different “leashes” to 
help control their emotional state. 

The game does a spectacular job of animat- 
ing the creatures. They dance (the cats break- 
dance, the cow does a jig... or something), 
they flex their muscles, they laugh, they cry, 
they point at things that they find interesting, 
and they run around with a look that can only 
be described as one of childlike abandon. 

It's inevitable that you'll find yourself 





People will stand around and watch the fight, but they can 
be crushed. 


Your Creature wants to be kind and generous. 


telling stories to friends and co-workers, which is a testament to the skill 
of the team at Lionhead in developing the creature. “So my cow wasn’t 
feeling particularly good because I’d slapped her around a bit for throw- 
ing rocks at the workshop, so she picked up a villager and drop-kicked 
him off the map. Then she ate his son. That'll teach him to mess with an 
angry cow.” 


The beginning confusion 

Black & White has a fairly standard set of basic game options: a single- 
player campaign that spans five worlds, a skirmish mode against two to 
four opposing gods, and a multiplayer mode that allows you to take your 


creature onto the Internet. The state of your creature is kept independent of 


all game modes, so things learned (or unlearned) while playing the skir- 
mish or multiplayer mode will carry over to the single-player game, and 
vice versa. 

When you actually sit down to play the game, you find it has a sort of 
bell curve of interest/difficulty/likeability. The single-player campaign fea- 
tures a battle against the current god-in-residence, Nemesis, and you must 
face off first against some of his lackey gods before battling the big guy. 

The solo game starts off on a dull note, with an interminable tutorial 
that moves too slowly and can’t be skipped, even if you’ve 
already completed it multiple times (they apparently don’t 
expect people to replay the single-player game). The early 


everything is related, and the manual (as usual) offers little 

help. You spend your initial hours learning how to physically 
interact with a game in an entirely different manner, one that 
may be alien to seasoned gamers (oddly enough, new players 


er, it’s quite easy to play. 


The middle bliss 
At that point, you're struck by Black & White's brilliance. It's 
one of those games that seems full of infinite possibilities. 


try all sorts of whacked-out ideas and strategies, and to the 
game’s credit most of them work. There’s no right and wrong 
way to play the game, and if you're really stuck, you usually 
just need to alter your approach. 


hours feel a bit shapeless, as it’s not immediately obvious how 


may have an easier time). Once over the initial hump, howev- 


There’s a feeling you can do anything, so therefore you want to 


The creature can 
be trained to be 
useful around 
town. 
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We're starting to get a wee-bit evil here. 


The single-player game is struc- 
tured almost like a role-playing 
game. You're given overall goals in 
the form of “gold scroll" quests. 
These must be completed, and are 
usually accompanied by cut scenes 
that advance the plot. Additionally, 
there are a series of side quests in 
the form of "silver scrolls" that can 
give you new items or miracles or 
unlock new creatures. 

The quests vary wildly in quality. 
Some are puzzle-based (including 
the old standby "Tower of Hanoi"); 
others require certain skills, and 
some seem to have been designed 
solely to annoy you. One requires 
that you follow a swami, which is 
tedium defined, while another 
requires you to round up some fool's 
sheep. You're a god, why are you messing with this stuff? 


Things are getting bad 

Unfortunately, worlds three and five are tedious and boring. Skip ahead to 
the next section (^Heightened expectations") if you do not want some spoil- 
ers revealed. 

The third world demonstrates how attached you get to your creature 
when Nemesis takes it from you and you're stuck with spending the 
majority of the level without its help. While it serves a strong dramatic 
purpose, it also serves to illustrate how the actual game underneath the 
dazzling creature AI can be extremely tedious—you spend more time on 
mundane and uninteresting tasks such as uprooting hundreds of trees one- 
by-one than you spend doing cool godly things. 

It's also the first level where you'll have contact with opposing gods, 
which exposes the game's dull combat. It's hard to say how it could be 
improved; two creatures that meet up and act aggressively get into a boxing 
ring and duke it out, but it's a strange point-and-click affair for players (click 
your opponent to attack) that suffers from a hyperactive camera and a gen- 
eral sense of *um, what's going on?" While the computer-controlled gods are 
exploitable because of some strange quirks (create the occasional unpopulat- 
ed town center near an opponent’s villages and the god will expend all of its 
energy to capture it), two matched human opponents in multiplayer turn the 
game into an eternal stalemate. You usually deforest the entire map, which 
limits expansion, and then it's just a constant cycle of casting fireballs and 
rain miracles while waiting for the next creature combat. 

The fourth world of the single-player game starts off rather bleak with 
fireballs raining on your vil- 
lage, but once you take over 
the town that stops that par- 
ticular attack, the level is 
quite simple. Level five, on 
the other hand, really 
destroys the game. Aside 
from being ridiculously diffi- 
cult (good luck finishing it), 
your creature is cursed at the 
beginning by Nemesis and 
begins shrinking in size and 
reversing its alignment. 
Normally this would serve a 
dramatic purpose similar to 
what happens on world 
three, but because the crea- 
ture state is independent of 
the game you may be 
despondent to find out that 
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What a beautiful and peaceful looking village. Time to trash it! 


your creature is altered in skirmish and multi- 
player until you remove the curse in the sin- 
gle-player game. You can return the creature 
to its previous state manually by spending lit- 
erally dozens of hours in those modes, but 
that’s a tedious fix at best. To make a bad sit- 
uation even worse, some players experience a 
bug in which their creature never returns to its 
original form, even after removing the curse. 
The combination of a near-useless creature 
and the need to take over as many as five 
towns (with beliefs ranging from 1000-5000)— 
with meteors and megablasts raining down 
from the heavens—means you're looking at 
days of monotony. 


Heightened expectations 

The game has tons of little gimmicks sprin- 
kled liberally throughout, and all of the nifty 
stuff can distract you from realizing how 
unsatisfying the core game ultimately is. The 
actual game feels tacked on, and some fea- 
tures seem to have been added without care- 
ful consideration of how they would affect the 
overall experience. 

Black & White feels like the best game in 
the world—at least for the first week or so. 
After the initial buzz wears off it's impossible 
not to respect the obvious skill and talent that 
went into the game's creation, but you also 
realize that it may be the most mediocre game 
you've ever played obsessively for weeks on 
end. It's a brilliant toy but also a jumbled 
mishmash of original ideas and mundane 
gameplay that fails to deliver a cohesive sin- 
gle- or multiplayer experience. The overall 
experience never quite matches the dizzying 
heights of its individual elements. 














G Godly Strategy DEVELOPER Lionhead 
Studios PUBLISHER EA Games 
[www.bwgame.com] REQUIREMENTS Pentium II 
350, 64MB RAM, 3D Accelerator 

ML PLAYER 2-8 players; Internet, LAN 





A 
S M no traffic signals... ord 
GAMES, бое 





NEWS ё ; 
REVIEWS Serious Sam Review 
PREVIEWS 








Get Serious! For twenty bucks, you can 
FEATURES hardly go wrong with this pure shooter from 
Croteam. We review one of the hottest budget 
CHEATS titles in recent memory, a stripped-down gib- 
Tes fest that's more polished than you might 
i expect 
pownioaos Ён 













Newswire — 
} Hion Heat Major League Baseball 
to 


+ EA com launches Premium Spots 
Content 

* Westwood announces Earth and 
Beyond 
















LT 






paiches for Deus Ex released 
5 

Kohan Revi SM 

One of the ma: 

focus—Kohan is about 

verything else takes a 

asy strategy right! 


npressive elements of the game is its 
fantasy strategic combat, and 
back seat. And boy does it do 


Dungeon Siege Preview 
| ыу may be crazy, but if this game lives up t 


“чы, 


COMPUTER 
Yeah, you could say we have 
a loyal following of gamers. 





www.cgonline.com 














When did Boston's notorious green monster become one of those practice boards 
found at a public tennis court? 


Triple 


Play Baseball 


Where have you gone, Joe DiMaggio? 


by Todd Brakke 


UPSIDE 


DOWNSIDE 


RATING 


The only thing more mystifying than the 
lack of a 2002 label on the Triple Play 
Baseball box is the target audience listed 
within its promotional materials: “action 
gamers” and “hard-core baseball fans.” 
The only message taken from the lack of a 
year designation is that this title does not 
represent much of an upgrade for the 
series, and that’s one pitch with which 
they soundly connected. Unfortunately, at 
$30, the shot is foul. 

The pitch that they’ve really blown is the 
target audience. Does anyone really think 
an action gamer will put down No One 
Lives Forever to play this game? Moreover, 
the day that Triple Play Baseball satisfies a 
hard-core baseball fan basking in the glory of High Heat 
Baseball is the day ABC fires Regis. The audience for this 
game should be listed as 
fans of MTV’s Rock and 
Jock Baseball and kids 
who still think those 
oversized Whiffle bat 
barrels are pretty cool. 

If there is a saving 
grace to Triple Play’s 
on-field gameplay it’s 
that players mostly per- 
form to the abilities of their real life counterparts. Faster 
players clearly have an advantage in beating out grounders, 
and guys like Brad Ausmus won't easily hit for any park’s 
fences. Even better, when playing with baseball's home run 
hitters, it's easier to hit taters in Enron Field, the “Mini-Me” 
of ballparks, than in the spacious dimensions of Comerica, 
"National Park." 

While the graphics are appealing, the players still move 
around with odd hitches and visual jumps that suggest that 
they're missing an animation frame or two. Despite players 





Pretty visuals, the CD looks cool hang- 
ing from your car's rear view mirror 


Ridiculous representation of baseball, 
Near total lack of hits for extra bases, 
fingernail-on-chalkboard sound effects 
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Toto, we're not in the Major Leagues 
anymore. 





looking—and mostly performing—as they should, there is a 
near-total absence of hits for extra bases. Triples are impossi- 
ble, and the only shot you have at a double is if a hit goes 
into a corner and rolls around for a spell, while the fielder 
trades a few japes with fans in the upper deck. 

Ironically, the stats generated off the field are also among 
the few features that work reasonably well. When simulating 
à season, the majority of statistics generated are actually fair- 
ly representative of real major league numbers. There are 
two glaring gaffs, however. One is that a player's ability to 
hit for average appears to be tied much too closely to home 
run power. Over five simulated seasons, on average, no 
more than five players ranked in the top 30 for batting aver- 
age and had fewer than 35 home runs. The other oddity 
involves walks. Starting pitchers in this game, even those of 
All-Star caliber, allow an average of 130 walks per season. 
Even discounting these abnormalities, though, there isn't 
much to be gained from simulating your games when EA's 
idea of a franchise mode is letting you continually rehash the 
2001 one season like some perverse sequel to Groundhog 
Day. The use of Cap Points to “develop” your squad doesn't 
much help this shortcoming. 

Predictably, even the Cap Points system, where your 
team earns points for quality play, has a remarkable unbal- 
ancing effect. After all, why execute a balanced trade when 
you can buy the other team off? Want to trade Wendell 
Magee for Manny Ramirez? Get yourself an extra 200 cap 
points and he's yours (you can earn 
upwards of 1,000 in one game). If 
you don't feel like trading, just use 
the points to buy improvements for 
your existing players from the Season 
Store. "Excuse me, I'd like a National 
Enquirer and better speed for David 
Justice. What's the total on that?" 
The scary part of this system is that 
it comes off looking rational com- 
pared to the Rewards feature. 

Just in case Fox-Trax style base- 
ball comet trails and on-field player 
collisions that are more violent than 
most suburban high schools aren't 
enough for you, Triple Play gives 
you Rewards. Similar to fantasy 
points, rewards are earned through solid play. Get eight hits 
in a game and you earn the ability to play using "Tall 
Players." Enabling this reward makes all your players appear 
approximately 15-20 feet tall. Given that these rewards, 
which include such gems as Big Head, Big Ball and Tiny 
Players, don't appear to affect gameplay in the least, the only 
purpose this serves is to illustrate just how bad Triple Play's 
physics are. 

The swan song for any lacking title from EA Sports is 
“maybe they'll get it right next year." If history is any indica- 
tor, the biggest difference we're likely to see is another name 
change. Perhaps they can borrow a page from those true 
geniuses of product naming, Microsoft. Surely, Triple Play 
Baseball XP has a certain ring to it. 


GENRE Sports DEVELOPER EA Sports PUBLISHER EA Sports 
[www.easports.ea.com] REQUIREMENTS Pentium 200 MMX, 32MB 
RAM, 3D Accelerator MULTIPLAYER 2 players; Internet, LAN, Modem 
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Star Trek Away Team 


Cross your fingers and hope that they stay away 
by Andrew S. Bub 


These days, there aren’t many genres not featuring 
a title sporting the Star Trek insignia. One of them 
used to be the “squad-based tactical strategy” genre, 
but now Activision has boldly gone there, too. Star 
Trek Away Team is a real-time strategy version of the 
tried and true X-COM-style tactical combat game, 
with more than a bit of Commandos thrown into the 
mix. The game casts 
you as the leader of a 
small crew of 
Federation comman- 
dos who fly around 
the galaxy aboard the 
USS Incursion, a ship 
equipped with a very 
useful hologram 
device that lets it look 
like any ship it wants. 
Think of these guys 
as a three-quarters 
isometric version of 
the characters in Star 
Trek Voyager: Elite 
Force and you have a 
rough idea what they 
do for a living. 

As in Commandos, 
you control a team of 
four to six characters 
on unforgiving, linear 
maps. It’s the sort of 
gameplay where one 
mistake is your last 
and a single death doesn’t decrease your crew roster, 
it just means you have to start the mission over 
again. Each character is unique but also a little too 
familiar. For example, the Captain looks a bit like 
Sisko, the second in command has a tattooed face 
(like Chakotay), there is a dark-skinned Vulcan (like 
Tuvok) and one of the medics is a cantankerous 
Southern gentleman (okay, that last one isn’t really 
true). You have to choose which characters to take 
with you for the mission, sort of like Rainbow Six. 
Each character has equipment that they can’t share 


UPSIDE Tactical combat meets Star Trek! 


DOWNSIDE. 


Uninspired gameplay and the 
graphics are lackluster. 


Ж ж 


RATING 





with anyone, just like Commandos. This limits how 
much mix and matching you can actually do, so if 
the mission calls for a guy who can use the Romulan 
personal cloaking device, well, you've got to take the 
Russian Engineer who has one. Since neither damage 
nor experience is carried from mission to mission, 
and since death always results in a reload, these 
characters never quite come to life. They become 





Mr. Worf, please take care of that Klingon for me. 


“that guy with the grenades” instead. 

Along for the ride is Star Trek The Next Generation's Brent Spiner 
(Commander Data), who lends his voice to briefings and in-mission tips. 
Michael Dorn also voices Worf during the inevitable “Klingons are fighting 
Klingons” portion of the game. But the two of them do little to alleviate the 
tiredness of the overall storyline. Once again we get chestnuts such as the evil 
Romulan plot, Klingon political infighting, and a whiff of possible treachery at 
Starfleet Command 
itself. All of which is 
extremely well trodden 
ground for Trekkies. 

The game plays in 
real-time but you can 
pause the action with 
the enter key to issue 
orders. The game 
should be turn-based, 
however, because your 
troops do nothing on 
their own. They won’t 
dodge, crouch, or even 
fire back when fired 
upon, so you have to 
pause and then issue 
an attack order, over 
and over again. Parts of 
the gameplay show 
promise, but the level 
design and artificial 
intelligence ruin it. At 
the touch of a button 
you can access both 
sound and vision 
cones, for instance, letting you see roughly what parts of the map the enemy 
can see and even what areas you should take extra care to move silently 
through. But the AI isn't programmed to react in subtle ways, it simply shoots 
if it sees you and runs at you if it hears you. There’s no in-between, and no 
real tension. 

The designers eschewed using fog of war, and the result is that you can 
always see the enemy, and your goals, plainly. That way you can simply run 
around the map willy-nilly until you come close to the enemy, then slow down 
and attack or just sneak, then when the danger is past, run around some more. 
As a result, there’s no such thing as an ambush unless it’s heavily scripted into 
one of the eighteen levels. There’s also no randomness, making replaying the 
game entirely pointless. The graphics are decent and you can zoom in on the 
action, but the mandatory 640 by 480 resolution makes that a pixilated and 
ugly proposition. Worst of all, multiplayer is limited to a LAN, and even then 
it’s only co-op. 

It seems developers are going to keep trying to shoehorn Star Trek into 
whatever gaming genre they can think of, simply because they bought the 
license. It’s that sort of opportunism that most harms Away Team, a potential- 
ly good tactical strategy game marred by a lack of inspiration. 





GENRE Real-time Strategy DEVELOPER Reflexive Entertainment PUBLISHER 
Activision [www.activision.com] REQUIREMENTS Pentium Il 266, 64MB RAM 
MULTIPLAYER 2 Players; LAN 
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Serious Sam 


by Brett Todd 


Serious Sam comes in a box featuring a 
beefy guy wearing a muscle shirt and toting a 
really big gun blasting the living bejeezus out 
of a horde of ugly aliens. And for once in the 
computer gaming world, what you see is 
exactly what you get. This inaugural effort 
from newbie Croatian development house 
Croteam is a throwback to the early days of 
the first-person shooter when the “plot” was 
centered around turn- 

ing anything that 

moved into a bloody 

red smear. 

Yet even though 
Serious Sam is on an 
evolutionary par with 
DOOM, and may very 
well be the nean- 
derthal to Half-Life's homo sapiens, it doesn't 
seem dated in any way. This is the best pure 
dose of visceral excitement to hit shooters in 
years. This is thanks in large part to the out- 
standing Serious graphical engine that allows 
the designers to throw ridiculous numbers of 
monsters at the gamer. The mob scenes you'll 
wade through here are more impressive than 
anything seen before, and will make even the 
demon hordes faced in the DOOM games seem 
puny by comparison. 

Of course, such massive assaults take 
precedence over everything else, particularly 
the plot. The storyline is equal parts Stargate 
and Chariots of the Gods, with some nonsense 
about evil aliens and a time machine giving 
Sam "Serious" Stone the excuse to wage an 
assault on E.T. in the dramatic settings of 
ancient Egypt. Your only assistance in this 
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No shooter in recent history is as furious 
and violent as this one 


The gameplay gets a little too formulaic 
in the later levels 


WE, 

i a 
The Beheaded Kamikaze, which has bombs in place of hands and runs at you 
screaming (though from what orifice, we're afraid to ask). 


The Serious engine is powerful enough to handle open spaces. 


one-man war comes from NETRICSA, a computer wired into 

your brain that keeps track of your objectives, gives tips in 

certain situations, and analyzes enemies and weapons. 

NETRICSA isn't nearly as useful as the progressively big- 

ger guns that you'll discover over the course of the game. 

You start off with a knife and a .45 caliber revolver, but 
quickly move up to shotguns, a tommy gun, a chaingun, and even a full-fledged cannon in the 
later levels. All possess the satisfying “oomph” of the best FPS weapons, meaning that just fir- 
ing them is strangely fulfilling. 

Despite the presence of all this firepower, Sam shouldn't expect a walk in the park. Croteam 
has designed a legion of bizarre creatures to oppose him. Most are of the *creep you out" vari- 
ety, particularly the shock troops that consist of headless reanimated corpses. All of these beast- 
ies come at you in wave upon wave, creating what are easily the largest set-piece scraps in first- 
person shooter history. The scale is truly unprecedented. To pass through a single courtyard you 
have to battle at least two dozen Beheaded Kamikazes, which rush at you from all directions 
simultaneously. Hundreds of Marsh-Hoppers swarm into a 
sealed chamber that won't open up until every last one has 
been blasted into green goo. Reptiloids will teleport in one after 
another atop pillars across an open-air temple in an attempt to 
stop you from proceeding. Battles like this are often incredibly 
difficult, though they do leave you with a real feeling of accom- 
plishment after you've finally emerged victorious. 

Unfortunately, some of the shine wears off Serious Sam after 
you reach the midway point of the solo game. The “kill every- 
thing" concept starts to drag when you're forced to slaughter what seems to be a never-ending 
stream of Kleer Skeletons in a rather constricted space in the Metropolis level. From this point 
on, you can't proceed forward more than a few steps without being ambushed by dozens of 
monstrous foes. 

Multiplayer modes aren't nearly as full-featured as those found in Quake III Arena or Unreal 
Tournament, though they do stand up pretty well in their own right. Internet play is fast and sta- 
ble, even on a 56K connection, and servers were handling lots of traffic within hours of the game 
reaching stores. As usual, deathmatch action is enjoyable, though a major attraction here is co- 
operative play. Going through the solo levels online with other players is an experience that 
shouldn't be missed. 

Serious Sam is one game that no action fan should be without. It comes complete with the full 
developer's kit, meaning user-designed missions and mods will probably be showing up online 
any day now. Seriously. It's a dose of pure adrenaline, and an absolute steal at $20. 


Action/Shooter ER Croteam GOD Games [www.godgames.com] 
Pentium Il 300 or AMD K6-3 400, 64 MB RAM, 3D Accelerator ER 2-16 play- 
ers; Internet, LAN 





A Native American war party defends a pass. 


America 


by William Abner 


To call America a clone of Microsoft's Age of Empires II would be a massive 
understatement. In fact, this is probably as close a company can tread without 
being slapped with a copyright infringement suit. The interface is the same. The 
hot keys are the same. Even the graphics look the same, to a point, although 
they are not as detailed. It’s flat out creepy. The more you play it the more you 
notice that it resembles Ensemble’s classic more by its looks than its gameplay; 
while Data Becker could clone Age’s appearance, it could- 
n't clone its polish or its AI. 

You can choose between one of four distinct factions: 
Native Americans, Mexicans, Outlaws, and Settlers. Each 
faction has basic infantry and ranged units, but they also 
sport unique features and limitations. Female Native 
American workers, for example, can’t work in mines 
(why Native Americans need to mine gold in the first 
place is a mystery) or chop down trees. Male peasants 
(dubbed warriors) can’t build structures or work the farms. Native Americans 
are the only group that can swim and use camouflage—they also need to steal 
guns from other factions in order to use them. Each culture has similar traits 
that help them stand out from the other and it adds quite a bit to the strategy 
of playing a particular group. The Outlaws make use of TNT and get their food 
from a distillery (hooch is as good as steak with these guys). The Settlers can 
build a weapons factory. The Mexican workers can commit robbery. These are 
just a few of the individual (if sometimes disturbingly stereotypical) traits that 
accompany each faction. Other neat features include individual unit moral and 
experience as well as the ability to mount loose horses. 

It's obvious that Data Becker is trying to add more spice to the Age of 
Empire II model, but a real time strategy game is only as good as its options 
and its AI. America has no random map generator or editor, so you are stuck 
playing these scenarios over and over again. The difficulty level of the cam- 
paign missions is very high right off the bat. There is a four-mission tutorial 
that helps get you up to speed, but soon after you are thrown to the wolves. 
This is not the real time strategy game on which to cut your teeth. 

The reason for the difficulty is not because of devilishly clever AI; rather it 
is because of the way the missions are designed. The AI simply isn’t that 
bright. This is evened out by the fact that your own troops are about as witty 
as a stump. Workers continue to chop down trees as cowboys fill them full of 
lead; mounted arrow shooters sit idly by, even if set to aggressive behavior, as 
an outlaw band shoots up a nearby building. There are other issues that are 





Š Y ux ЖН 
The mission goals are laid out in a distinct and easy to 
follow manner. 


equally annoying. Your troops sometimes completely 
ignore commands, and it can take several repeat 
clicks before they realize you aren't kidding—you 
really do want them to attack that mounted outlaw. 
The interface, even though ripped straight from 
The Age of Kings, comes complete with oddities that 
veteran real time gamers are sure to notice. For 
instance, while a Native American warrior is being 
"built" you cannot assign it to chop down trees. You 
must wait for the warrior to emerge and then issue 
the order. This leads to an amazing amount of 
babysitting, especially when things get hairy and you 


"Borrows" the design and interface from Age of Empires І! and 
plops you into the old west; each "race" stands out rather well 


No random maps, lackluster Al, forced to play campaigns in spe- 
cific order, it's a lot like Age of Empires Il... but not as polished. 


don't have the time to micromanage your town. It 
would also be nice if Data Becker had adopted the 
auto-farm rebuild feature from the Age of Empires II 
expansion, The Conquerors. If you are going to clone 
a game, you may as well clone the good parts. 

America has all the trappings of a good game: its 
setting is unique (there are far too few games set in 
the old west), and it copies a highly successful for- 
mula all the while adding enough flavor to separate 
itself as a distinct product. But limited game options 
coupled with bonehead AI make a recipe for disaster 
in the crowded real-time strategy market. 


! Real-time Strategy I Data Becker 
Data Becker [www.databecker.com] 
Pentium 266, 64MB RAM 
2-4 players; Internet, LAN, Modem 
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by Benjamin Е. Sones 


It’s not just another Warcraft clone. 

All right, all right—enough with the 
groaning. Sure, you hear that about every 
real-time strategy game that comes along, 
and most of the time it’s absolutely untrue. 
“Originality” in the real-time strategy realm 
usually boils down to “our orcs are blue 
instead of green,” or “you collect bamboo 
and copper instead of wood and iron.” The 
original real-time strategy formula has been 
marginally retooled and faithfully repackaged 
so many times that many people now con- 
sider it to be a genre all of its own, a verita- 
ble army of virtually identical games. 

Kohan: Immortal Sovereigns really is dif- 
ferent, though. Newcomer Timegate studios 
has taken nearly all of the hackneyed stan- 
dards of the real-time strategy genre and 
tossed them out on their collective ears. 
They have gone back to the basic premise—a 
strategy game that runs continuously rather 
than in discreet turns—and started from 
scratch. They have created an interesting and 
original fantasy world populated with 
strange monsters, magic, an evil menace 
known as the Ceyah, and immortal heroes 
called Kohan (but no orcs). They have 
designed a combat system that is every bit as 
rich and as strategically interesting as fanta- 
sy wargame classics such as Warlords and 
Fantasy General, and graced it with an inter- 
face that is clean, thoughtful, and highly 
functional. The result is a game that resem- 
bles Warcraft and its assorted ilk only in the 
fact that they all take place in real-time. It’s 
also absolutely brilliant. 
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One of the most impressive elements of the game is its focus—Kohan is 
about fantasy strategic combat, and everything else takes a back seat. In 
the most basic terms, you start with a village that you must improve and 
upgrade in order to support your growing military. As you grow stronger, 
you explore, build new cities, and expand your army and empire. 
Eventually you must defeat all of your opponents on the map or achieve 
whatever other victory conditions the scenario offers. The solo campaign 
features a wide assortment of story-based scenario objectives; skirmish 
and multiplayer scenarios also offer a variety of potential goals (such as 
amassing a certain amount of gold, capturing a certain number of cities, 
or obliterating your enemies). 


The interface is based on pop-up information panels that go away when 
you don't need them; it's well organized, attractive, and functional. 


Kohan: Immortal Sovereigns 





The building aspect of the game is highly streamlined and minimized, 
which takes the emphasis off micromanaging your empire and places it 
firmly on managing your troops. The only structures that you build are 
cities and outposts. There are no “peasant” units to manage, no farms to 
plant, and few resources to gather—most of your resources come from 
various improvements that you build in your cities, such as sawmills, 
blacksmiths, and quarries. 

Rather than hording resources (stone, wood, iron, and mana) in an 


ever-expanding cache, the game 
represents your production as a 
“per minute” rate that can be 
either positive or negative. 
Excess resources simply go to 


Ж 





Computer waste, although you can build 
"Tarbes certain city improvements called 
CHOICE “exports” that will sell off a cer- 


tain quantity of a given resource 


for gold every turn. If any of your resources are running in the negative, your city will automati- 
cally spend gold to compensate (this decreases your gold income). Gold is the one resource in 
the game that you do stockpile, and you'll need it to purchase future upgrades and to commis- 
sion troops. It takes some practice to build an economy that runs in the black. 


Company line 


Combat is definitely where you will want to focus your attention, because it is the single most com- 
pelling aspect of the game. It's also the most original—instead of creating individual units, you 
commission your troops in companies of five to seven different units each. Four of those units are 
"front line" troops, two of them are support units, and one is either a captain (the default) or a 
hero (you need to first have an unassigned hero in your service to choose this option). 





You can choose the uni 
that make up each company; 
this allows you to customize 
your strategy to a great 
degree. Some units grant 
bonuses to their entire com- 
pany—Rangers, for instance, 
allow their company to 
ignore movement penalties 
for terrain and increase the 
company's view radius. 
Paladins increase their com- 
pany's morale. Some support 
units use magic to aid their 
company's front line units in 
combat—Clerics cast healing 
spells, while Magicians cast 
devastating fireballs at the 
enemy. 

Commissioning a compa- 
ny costs gold and sometimes 
other resources as well, 





You'll have to learn to work with "zones"—friendly companies 
(green) and enemy companies (yellow) both have "zones of com- 
mand:;" when they overlap (red), combat ensues. 


depending on the types of units that you choose to include. Most companies also require a cer- 
tain quantity of resources each minute in upkeep as well. This is important, because you can't 
just grind out troops to your heart's content—you have to be able to support them, too. If you 
don't have enough resources to pay the upkeep for your companies, the game automatically 





spends some of your gold each turn to make up the difference. If you run out 
of gold and are still short of resources, you troops will start to desert. 


Epic battles 

Your companies move and fight as individuals, but you command them as a sin- 
gle unit, which effectively minimizes the hectic mouse-clicking frenzy that 
defines combat in most real-time strategy games. You don’t need to tell your 
front line Grenadiers to rush into melee, or tell your Wizard support units to 
hang back and cast spells from behind the relative safety of the front line, 
because they all know to do that on their own. In fact, once a company is 
engaged in combat, you only have two command options—you can order a 
retreat, or you can order a rout. Everything else happens automatically. 

It’s a surprisingly refreshing approach that emphasizes the fun decisions 
and minimizes the micromanagement. The game doesn’t move much slower 
than any other real-time game, but it feels a lot less frantic. Once your troops 
are butting heads with the enemy, you'll actually have time to watch them 
fight—a fascinating spectacle of slick anti-aliased units, flashy spells, and 
excellent animations. Just make sure that you keep an eye on how the battle is 
going—it's better to call an orderly retreat under the cover of a reserve force 
than to find yourself facing a rout. Your companies have morale, and if it 
drops too low in combat, they'll head for the hills. 

Getting your troops to the fight is more of a challenge. Effective maneuver- 
ing and proper use of terrain are critical keys to success. You can place your 
companies in any of four formations, each of which has a marked effect on how they perform. 
Battle formation puts your 
front line units in a line 
abreast, with your 
captain/hero and support 
units in the rear. This forma- 
tion moves very slowly and 
has a short view radius, but it 
fights at 10096 effectiveness 
Skirmish formation allows for 
faster movement and offers the greatest view radius of any of the formations, but combat effec- 
tiveness is somewhat reduced. Column formation allows you troops to move quickly, but they 
fight poorly and can't see very far. Pressed formation (basically a forced march) offers the fastest 
movement rate, but the company suffers from severe combat and morale penalties. 

"Zones" are another unique concept that governs how you conduct your battles. Each compa- 
ny has a *zone of command" that dictates when it will engage the enemy (when your zone of 
command touches theirs, battle ensues). Cities and outposts radiate “supply zones” that automat- 
ically heal troops and muster replacements for fallen units, giving a decided advantage to any 
company that fights while “in supply.” Cities also radiate “population zones” that keep you from 
building new cities too close to existing ones. If you want to expand your empire, you’ll have to 
grab new territory. You can toggle visual representations of all these zones on and off at will. 

Terrain also affects movement rates and offers defensive bonuses, and units left in one place will 
automatically entrench (raising their defensive value) and eventually fortify (raising it even more). 
Choosing where and how you fight can have a dramatic impact on combat, and it’s often possible 
to defeat a superior force with a clever strategy. 

Topping it all off is a computer AI that really knows its stuff. It plays a lot like a human 
player—it can be sneaky and clever, bold or cautious in turns. The game automatically records 
films of the scenarios that you 
play, and you can go back and 
view your skirmish battles 
without fog of war to see 
exactly what the AI was doing. 
It’s a testament to the quality 
of the AI that the developers 
are so willing to allow you to 
peek behind the scenes. 





Unique concepts, challenging Al, rich strategy, 
slick interface, and features that reads like a 
strategy fan's wish list 


[ Many, many lost hours of sleep and productivity 














The kitchen sink 

If you were to sum the game up 
as a list of features, it would 
read like a strategy fan’s wish 


Terrain such as forest and hills slow your movement and limit list. The game comes with an 
your visibility, but grant defensive bonuses in combat. incredibly detailed tutorial and a 











Wizards give some fiery assistance in the siege of this Ceyah town. 





JRA AN ETA E ЙЫН 
Infantry attacks these fortified Skeletons 


from the south, while a company of cavalry 
flanks them through a pass to the west. 


very entertaining 16-mission solo campaign. 
When you are finished with that you can take 
on the computer in solo skirmish matches, 
either on pre-made or randomly generated 
maps. You can go online and do the same 
against a mix of human and AI opponents. The 
game comes with a built-in scenario editor, 
and you can even string custom scenarios 
together into your own campaigns and trade 
them with friends. 

The bottom line is simple. If you are a fan 
of real-time strategy games, do yourself a 
favor and check out this game. If you are not 
a fan of real-time strategy games, do yourself 
a favor and check out this game. Kohan is the 
slickest, most polished, and the most enter- 
taining fantasy strategy game to come along 
in a very long time. 


Fantasy Wargame | Timegate 
Studios P Strategy First 
[www.strategyfirst.com] =NTS Pentium 
11 300, 64MB RAM 2-8 Players; 


Internet, LAN 
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Starships 
Unlimited 


by Tom Chick 


Starships Unlimited is driven by that rarest 
of commodities in the computer game bus 
ne 
game. Although the name is kind of dopey, it 
perfectly illustrates the central tenet at work 

here, that a sc 








a great idea fleshed out into an entire 





game about space ships is 





more compelling than a sci-fi game about 

population growth, unrest levels, or trade 

routes (all of which are present but not 
prominent). Starships 
Unlimited takes the 
space empire genre and 

Ж brings it back into the 

realm of space opera, 


where characters are 
„Computer 


(32 ac more important than 
клор colonies. 
CHOICE The characters in this 


instance are the star- 
ships. Unlike games like Space Empires, Reach 
for the Stars, or Master of Orion, you’re not 
rampaging across the galaxy with massive 
fleets. In a typical game of Starships 
Unlimited, you might build only a half dozen 
ships. But each one is like a powerful playing 
piece whose capabilities are determined by 
the parts you use to build it. 

Other games have taken this DIY starship 
approach, but none have de-emphasized the 
empire building aspects like this game. 
Colonies are important, but they’re rare 
because they’re expensive to build and slow 





to grow. This isn’t Civilization’s let-a-thou- 

sand-cities-bloom model. You will, however, 
find in Starships Unlimited all the traditional 
trappings of space strategy games: colonies, 
mining, diplomacy, research, espionage, and 
so forth. But they’re all streamlined so that 

you'll spend most of your time sending your 


Hunan Federation 


Diplomacy allows for federations that tilt the game bal- 


ance, sometimes to extremes like this. 








A ship lets loose with a barrage of standoff missiles. 





ships on missions. One of the most surprising things about this game is how comprehensive it 
manages to be while still keeping the starships front and center. Because of this, it feels even 
more like a Star Trek game than most Star Trek games; the hallmark of Gene Rodenberry’s series 
is that the action is no less epic for being centered around a single ship. 

The basic gameplay, which runs in pausable real-time on a vast map without hexes, strongly 
resembles 3DO's Heroes of Might and Magic. Your ships are similar to that game's heroes. The 
action moves quickly because it focuses on the exploits of a small handful of units. As they fight 
battles, they gain experience. As they explore, they uncover *magic items" in the form of arti- 
facts, which are strewn about unexplored planets and provide an incentive for exploration. As 
, you can 
freely upgrade and reconfigure your 





your research progress 


4x space strategy at its best—nimble, 


ships, much in the same the way elegant, and addictive 


that you build armies in the Heroes 
or Warlords series. 

You can let the AI manage com- 
bat, but this means missing out on 
one the richest elements of Starships 
Unlimited. Because the ship's hulls have few slots and the research model encourages specializa- 
tion, you're forced to make difficult choices about what you build. Do you go with limited ammo 


Some shareware-level production values 


weapons like missiles and guns? Do you use precious space for generators to power energy based 
weapons? Do you use area effect weapons so you don't have to maneuver precisely? Shields or 
armor or point defenses? Or some mixture of the three? The battles clearly demonstrate the conse 
quences of your cho here's a board game mentality in how all the details of combat are clear- 
ly presented, stuff such as damage absorbed by shields, which components are working, energy 








management, ship facing, firing arcs, and chances to hit. Though there are some issues of weapon 

balance that need more playtesting and hopefully will be corrected in later versions, the turn-based 
easily as robust as Interplay's Starfleet Command. 

ing about this game is the AI, which plays like a human opponent 


tactical combat system i 





Something else surpri 
in that it does all the things you can do. Although it’s not aggressive enough on the highest 
difficulty level, it’s one of those rare Als that will surprise you by amassing a fleet to 
assault a colony, sending a spy to steal your valuable artifacts, or funding subterfuge to 
undermine your homeworld. It’s a sad state of affairs that an Al this competent is such an 
exception in the world of computer gaming. 

Starships Unlimited uses rudimentary graphics and the interface has a few “what were 
they thinking?” features. Otherwise, it's difficult to find fault with this superlative strate- 
gy game, which is all the more remarkable considering it’s the work of one guy. With its 
relentlessly focused design and snappy pace, developer Andrew P. Ewanchyna has put to 
shame every space strategy game since Simtex’s Master of Orion titles. 


Andrew P. Ewanchyna 
Pentium 133, 32MB RAM None 


Strategy ApeZone [www.apezone.com] 
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е в ә F » arker's recurrei rivate 
Clive Barker's Undying а uu аар 


Patric 





, who is of Irish descent, is sum- 
moned all the way to exotic Western Ireland 

by Kelly Wand by his dying war-buddy Jeremiah Covenant, 
who is being victimized by the evil ghosts of 








The artistry that makes Clive Barker’s best prose unique is the casual his siblings. Also local is Patrick’s arch-rival 
vividness with which he describes one complex, weirdly bejeweled vision Otto Keisinger (hard “g”), whom Jeremiah has 
after another. His characters are usually quick to embrace the unknown, inexplicably bestowed with his own bedroom 
and whatever horrors they encounter usually come braided to erotic plea- in the manor. 

sure (a guy comes back as a zombie, for example; the more he rots, the Suffice it to say, Jeremiah’s other house- 
better he gets in bed). Undying is loaded with well-rendered and well- guests turn out to include pouncing bits of 
remembered Lovecraftian motifs that Barker’s more sensuous, risk-taking claw and fang called Howlers, evil monks, 
fiction far outclasses, but it deadly plant stalks, 


does share both writers’ and all manner of out- 


Looks and sounds fantastic, creative level design, lots 











taste for parallel universes of cunning little flourishes raged tentacles. You 
that go boom. spend the bulk of 

Let’s face it, Dreamworks Weak writing, you can't skip the cut scenes, lots of Undying trying to get 
has a lot to answer for after level loading from one load-screen 
Trespasser, a bigger experi- to the next in search of 
ential debacle than the actu- one key or another 





al sequence of even 
recounted in Jurassic Park. Forget the outrageous trees-to-dinosaur ratio— years ago, or Adventure twenty) without get- 
the interface was so М.С herian, simply having your character’s freak- ting clawed, eviscerated, squirted, or excreted 


(yes, like Doom ten 

















ishly unwieldy arm bang against numbers on a wall-sized keypad felt like by the lovely and talented hordes of undead 
trying to thread a neutrino with an oar (but less motivational). Like and evil humans who exist only to ambush 
Trespasser, Undying is a single-player game—the multiplayer capability you through the walls or up from the floor at 
was scrapped late in production but “may” be reinstated as part of a future will. Your arsenal consists of simultaneous dis- 
patch. Yet as such, it’s a pleasantly fiery gargle of visuals so lush and charges from each hand, conventional 
sound design so sharp, you can easily lose yourself in all the color and weapons from your left, magic spells (pow- 
mist and forget how much the story blows. ered, of course, by personal “mana,” a term 
Ictockwise from tefl that’s obviously here to stay) firing from your 
e dic ea The Haunting of McHill House right. With both, the fun lies more in the 
TRO get thats And as in most games with a successful writer's name attached, blow it pyrotechnics than in the handling. 


does (Barker's only credit in the manual is for voice talent). A house that 
has extra wings leading off into other dimensions populated by toothy rav- Ye Olde 1920's Shottegunne 
enous hordes dates back cinematically to Don Coscarelli's 1979 cla: 


The one undead 
repellent even 
more effective 





The weapons are a decidedly mixed bag. 


than holy water: Phantasm and literarily to William Hope Hodgson's 1908 neglected classic Though it's the 1920s and the rocket launcher 
wooden beams. The House On The Borderland, but Undying spends much more time than hasn't been invented yet, you still have your 
One health is all energy elaborating on why anything is happening in either universe. It's trusty six-shooter revolver and the glowing 

I need. 1923 and you play Irishman Patrick Galloway, a laconic supernaturalist not green Gel’ziabar Stone, which has the indis- 
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pensable ability to repel attackers back for a 
second while you switch to something good. 
As the game progresses, you acquire the 
Tibetan war cannon, notable for its limitless 
icy ammo and occasional reassuring chuffs of 
frost, the wo Molotov cocktails 
(you can almost hear the monsters reciting that 
delightful childhood litany, “Why’re you hittin’ 
yourself?”), the shotgun that takes forever to 
chamber and, just before the game ends, a 
speargun and something called the Phoenix, 
which lets you guide its projectile eggs to your 
target (like the Redeemer's alternate-fire feature 
in Unreal Tournament) but does astonishingly 
little (unlike the Redeemer) damage. 

The saving grace comes about halfway in 
when you get your hands on the Scythe of the 
Celts, which when armed gradually saps you 
of your spell-mana but slices through anything 
for triple damage from behind and drinks your 
enemies’ blood to recharge your health, even 
while other creatures are busy flaying you 
alive. Disturbing? Yeah. Fun? Of course. 

The spells are generally more interesting as 
well as more solid. Your basic short-range 
attack at the outset is Ectoplasm, but later you 
acquire Skullstorm, which summons up to 
three bickering, snarling skulls that you can 
discharge in a single scorching meteor when 
you release (okay, so there is a rocket launch- 
er). There’s also Lightning, Haste, and a visor- 
like Shield that partly obscures your vision 
and cracks like glass when you get hit. The 
Invoke spell raises one of your fallen enemies 
to fight for you before he disperses almost 
immediately—to see one of the game’s best 
effects, try using it on one of the living dag- 
ger-wielding a ns. The Scrye spell 
enables you to find ret areas or clues to aid 
you on your quest; a disembodied voice help- 
fully informs you when it’s time to cast. Your 
mana recharges quite fast (unl you have 
the scythe equipped) and as the game pro- 
gresses you find glittering mana wells to 
bump up your maximum quotient and purple 
amplifiers which permanently bolster the spell 
of your choice. 





than usele: 


























Satan's Spawnpoints 

For all this wealth of destructive 
palettes, the fighting isn’t nearly as 
polished as the scenery and sound design. The monsters are just too damn 
fast to get fancy with. On top of that, there are a handful of choke points 
where Howlers will respawn indefinitely unle 





Stairs? Pfooey! 


Lovable Willy. hard 
at work as ever. 





ss you simply hurry past, 
which is just wrong. Really, the only glory games like this afford is in the 
pride of having Cleared An Area Via Kicking Ass. By the time you realize 
that no amount of precious ammo is going to make a difference, the 
spawns outnumber you five to one. Should you “zone” out and back, 
they’ll be waiting, probably with friends. If you can’t kill the monsters, 
what's the point—why not just hit Haste and speed to the next level 
(which is not only possible but sometimes your only recourse)? 

Furthermore, these load screens between level-chunks feel constant; on 
one occasion you zone twice within taking three steps. Purportedly the 
hubs were so heavily minced to accommodate Undying’s port to console 
platforms, which now won't happen anyway because of the “Mature” rat- 
ing. Yes, Virginia, this is how games are made. 









A hell of a ride 
Despite all this, once Undying gets up a head of steam, it woos you with 
sheer atmosphere and production values. On looks alone, it sucks you in for 
hours at a stretch. Its landscapes and architecture are spectacular. You're not 
just confined in one dark hallway after another of a rambling mansion—you 
visit a graveyard, the ruins of an ancient monastery, a lighthouse, a pirate 
cave, and Other Worlds, none of which are lit the same. The color scheme 
doesn’t resemble any game in memory, not even Unreal. The snow-draped 
parapets of a monastery as they were hundreds of years ago and the psyche- 
delic abysses of the floating city Oneiros simultaneously enchant while feel- 
ing strangely real, like a shared dream experience. The languid Eternal 
Autumn sequence, though horribly misplaced towards the finale, has forma- 
tions so natural looking that you find yourself frequently pausing to stare, 
trying to spot the polygons. The game is at its best when you're just allowed 
to explore; you look forward to the scenery more than the monsters (the 
opposite, in effect, of Trespasser). Even where your enemies are concerned, 
it’s the little things that impress. The cut-scenes of your death throes at their 
claws are amusingly gruesome and different from one another. If you step in 
their gore, you leave bloody footprints in your wake. And once again, what- 
ever the sound guys got paid, it probably wasn’t enough. 

In short, the trip (in both senses) is well worth the mundane destination. 
If Clive Barker's Undying is not worth three or four hectic reverse-circle- 
strafing days of your time, then you've simply outgrown shooters. 











Dreamworks Interactive EA 
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BRETT TODD 


44 Where console 
games are almost 
claustrophobic in 
their limitations, com- 
puter titles are wholly 
open-ended. PP 


















of the 


PC games are very different from their console 

cousins, but not for the reasons you think. An obvi- 

ous statement? It should be to just about anyone 

who's reading this magazine. And it is, at least in a limited way. Serious 
computer gamers know and appreciate the elements that distinguish not 
only the likes of Chu-Chu Rocket from Europa Universalis, but also the PC 
version of Quake III: Arena from the PlayStation 2 version of the same 
product. Console titles feel... differentm, partly because of programming 
changes designed to attract a younger crowd, partly because of the simple 
fact that reclining on your couch is a world away from hunkering down 
over keyboard and mouse. 


apples and oranges 


ntage ( what ier 


Yet even the most partial PC gamers—the ones who'd rather be caught 
planning a "sightseeing" tour of downtown Bangkok than messing around 
with Samba De Amigo—often fail to recognize that the biggest difference 
between what they love and what they hate is the online community. 
Where console games are almost claustrophobic in their limitations, com- 
puter titles are wholly open-ended. Pick up a copy of Shenmue for the Sega 
Dreamcast and you know that you'll be spending a few days flirting with 
doe-eyed beauties and collecting vending machine toys. Pick up a copy of 
The Sims and you don't know where you'll end up. Instead of just playing 
around with the character skins, homes, and furnishings that Will Wright 
tossed onto the retail CD, you could go online in search of user-designed 
modifications and soon be watching Fred Flintstone go number two in 
Homer Simpson's newly marbled bathroom. Don't believe me? Point your 
browser at the ridiculously com- 
prehensive Sims Resource. (See 
"Linkage" on the facing page.) 

This holds true for most PC 
games on the market. Nearly 
everything out there has a devoted 
fanbase committed to modifying a 
favorite title. Dozens of websites 
support first-person shooters such 
as the Quake series and the Unreal 
Tournament line, hosting thou- 
sands of user-designed multiplayer 
levels and gameplay mods that 
enhance the out-of-the-box prod- 
ucts. Do a basic web search right 
now at Blue's News and you'll be downloading till Labor Day. 

First-person shooters aren't the only games to enjoy such appreciation. 
All of the other genres are represented in varying degrees. Campaigns, 
units, level editors, and much more are available for strategy aficionados. If 
you're sick of playing Saladin in Age of Empires II: The Age of Kings, grab 
some files from Age of Kings Heaven and you'll be William Wallace or 








96 


CGM | JUNE 2001 


Robin Hood in no time. Role-players can download 
character portraits, custom parties, new magical 
items, and even special guest stars from popular 
TV shows. Feel like recruiting Gabrielle from Xena: 
Warrior Princess into a party in Baldur's Gate II: 
Shadows of Amn? It can be done with a visit to 
FilePlanet. Sports and racing game fans are able to 
experiment with old-time jerseys, classic team ros- 
ters, unique cars, and custom tracks. This allows 
you to stay current with NHL trades in NHL 2001 
see the facing page for more) and to construct a 
fantasy season with homemade ovals in NASCAR 4 
check out NASCARnet for details). 

That this level of community support exists is 
airly common knowledge, thanks to the rabid mul- 
tiplayer crowd that made “deathmatch” a house- 
hold word in the mid-1990s. What's perhaps not so 
well known is that even niche games are support- 
ed. Thief: The Dark Project and its sequel are repre- 
sented by talented fans who've made sure that 
Garrett's adventures continue well beyond his 
destruction of Constantine and Karras (visit The 
Circle of Stone and Shadow and see for yourself). 
An under-appreciated gem such as Warlords: 
Battlecry has dedicated players crafting new cam- 
paigns to keep your fantasy heroes occupied; check 
out the Warlords: Battlecry Scenarios site for more. 
Think you're the only one with a hankering for 
more Daikatana? Head to Planet Daikatana and 
you'll quickly prove yourself wrong. 

That's what this column is all about. As much 
às computer gamers love to tout the advantages 
they have over their Sony-addled rivals, too many 
don't take full advantage of everything that's avail- 
able to them online. Think of this as your monthly 
guide to the many ways that computer games can 
be tweaked, twinged, and otherwise once they are 
on your hard drive. This includes everything from 
minor hacks and useful cheats to full-blown user 
modifications that totally revamp retail games and 
official Internet add-ons from game developers. 

Of course, just as the mods themselves couldn't 
exist without that sense of online community, this 
column wouldn't exist without reader support. So 
if you've played (or designed) a good mod lately, 
be sure to let me know at editor cdmag.com and 
ГЇЇ try and spread the word. e 

















Cup Crazy! 

With the NHL playoffs in full 
swing, a lot of gamers have 
turned their attention back to 
NHL 2001, this publication’s 
Sports Game of the Year. But 
since installing the retail game 
will provide you with six- 
month-old rosters, playoff 
round replayers should consider 
browsing the net for current 
versions of fave clubs. Your first 
stop should be the Hockey 
Gaming Network. It’s the premier online source of NHL 2001 
info and downloads. Here you can find everything from current 
rosters and face packs for rookies like Vancouver’s Sedin 
twins, through more esoteric items like way-out goalie mask 
designs (based on the new Beck album cover) and TV station 
logos for the scoreboard overlay. 

NHL 2001 Depot is another good site. The well-designed page 
features great roster downloads, including up-to-the-minute line- 
ups as well as one with classic squads from the 1977-78 season. 
It boasts a great links page that can get you hooked up with all 
sorts of online leagues. Audio enhancements can be found at 
the Audio Arena. Head there to download little touches of NHL 
excitement like bugle charges, national anthems, and even a 
number of authentic goal-scoring sound effects and sirens. 

















HOCKEY GAMING NETWORK HGN.PCFAN.COM 
NHL 2001 DEPOT NHLDEPOT.NHLGAMING.NET 
AUDIO ARENA WWW.AUDIOARENA.ORG 


NOLF Alive and Kicking 


One of the finest games of 2000 has yet to develop a strong 
mod following, but that hasn’t stopped the designers at 
Monolith from mounting efforts to build one. No One Lives 
Forever has received a much-needed shot in the arm with a 
comprehensive patch that addresses many multiplayer issues 
and a new level pack with three deathmatch maps and five 
UNITY vs. HARM assault maps. Head to the game’s official 
website and grab these and other useful files. 


NO ONE LIVES FOREVER OFFICIAL WEBSITE WWW.NOONELIVESFOREVER.COM 


Deus Ех Machina 

Deus Ex fans who've finished untangling the evil machinations 
of the Illuminati will soon have the opportunity to enjoy more 
fear and paranoia. Members of the online mod community are 
busy in the shadows even as I type, constructing all-new 
episodes of intrigue that expand upon the creepy plot and 
themes expressed by the one-of-a-kind original. Go to DX 
Editing.com to keep tabs on intriguing projects like Echoes of 
the Past. User-designed multiplayer maps for Deus Ex can also 
be downloaded from the site. 





DX EDITING.COM WWW.DXEDITING.COM 


Gods, Part Il 


Impressions Games and Sierra are continuing their outstand- 
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ing support of the long-running City Building Series with the 
release of an Enhancement Pack for Zeus: Master of Olympus. 
While the 11.3 MB download is free, it’s certainly worth more 
than a few drachmae to owners of the game in question. It 
comes complete with a number of winning additions, including 
a new adventure called “The Odyssey” that expands the story- 
line from Zeus beyond its Trojan War conclusion. So unless 
you're hunting for spoilers, now isn't the time to start reading 
Homer. A level designer is also included for users who want to 
experiment with their own conceptions of Greek civilization. 
Personally, I’m waiting for one based on Plato’s Symposium. I 
assume I'll be waiting a while. The Enhancement Pack can be 
downloaded from the official Zeus website. 


ZEUS OFFICIAL WEBSITE ZEUS.IMPRESSIONSGAMES.COM 


A Long Time Ago... 
One game I can't seem to stop 
reinstalling is LucasArts leg- 
endary Jedi Knight. The ground- 
breaking sequel to Dark Forces 
may be nearing its fourth birth- 
day, but both it and the 
Mysteries of the Sith expansion 
pack still feature some of most 
compelling first-person shooting 
(and, uh, sabering) this side of modern efforts like the afore- 
mentioned No One Lives Forever. If you don’t own either 
game, do yourself a favor and pick them up from a bargain 
bin near you. If you do own them, cruise on over to The 
Massassi Temple and the Admiral’s Command Center for a 
look at the many user-designed solo missions and multiplayer 
maps available. 

Be prepared to surrender a lot of time to your PC if you're a 
Star Wars fan, though. Many of the home-brewed missions boast 
LucasArts-like design touches, and some even go beyond the 
outstanding quality of retail levels such as “The Falling Ship.” 
I've just lost the better part of a weekend to SavageX’s epic 
“Leeza’s Destiny 3.0” and Ryan Bickhart’s incredible “Imperial 
Siege on Derra IV.” Each features puzzles, new cutscenes, and 
all of the other frills that make an FPS level truly memorable. 
“Imperial Siege" may be the best user-designed level I've ever 
played for any game. Any way you look at it, getting back to 
Jedi Knight is a great way to kill time while waiting for Hayden 
Christiansen to turn into Darth Vader in Episode II. 








THE MASSASSI TEMPLE WWW.MASSASSI.NET 
ADMIRAL'S COMMAND CENTER WWW.COMMANDCHAMBER.NET 
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Before You Start Fragging 


An introduction to level design in Quake III Arena 


and Unreal Tournament 


by Kenn Hoekstra and Alan Willard 


Have you always wanted to make levels for 
your favorite shooter, or perhaps just learn how 
it's done? Getting started in level design can be 
pretty intimidating—a process filled with all 
sorts or weird technical terms such as “BSP” 
and “Builder Brushes.” There is a veritable 
mountain of resources floating around out 
there—some good, some bad—who could 
blame the average shooter fan for not knowing 
where to begin? 

Fortunately the basic process is a lot simpler 
than it seems. Take it from the experts—Raven 
Project Administrator (and former Level 
Designer) Kenn Hoekstra and Epic Games Level 
Designer Alan Willard are here to help take 
some of the mystery out of the art and science of 
creating 3D worlds. Follow along in these two 
simple tutorials, each aimed at creating the same 
basic level—two lit rooms connected by a hall- 
way. Where you go from there is up to you... 


Part I: Quake III Arena 


The first thing you need to do in order to make 
levels for Quake III Arena is install the game on 
your PC’s hard drive. Place the CD in your CD- 
ROM drive and the autorun feature will bring up 
the install screen. I recommend doing a custom 
install for the purposes of this article. When 
prompted, point the installer to the “C:\Quake3” 
directory on your local hard drive and do a full 


install of the game. Placing the install in this direc- 


tory simplifies the tools setup. 


ж Циакез 
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02/23/2001 2:26 PM 
02/23/2001 2:26 PM 
11/24/1999 2:02 AM 
02/23/2001 2:28 PM 
03/17/2001 10:51 AM 


File Folder 
File Folder 
Application 
ISU File 
LOG File 
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13] uninstal.log 


Placing the install in this directory simplifies the Quake III 
tools setup. 





CGM | JUNE 2001 


















Once the 
game is fully 
installed and 
you've re-boot- 
ed your computer, you need to download and install the toolkit provided 
by id Software. Point your web browser to www.planetquake.com/ 
quake3/files.shtml, scroll down the page, and click on the “Q3Radiant and 
other Q3A Editing Tools” hyperlink. Selecting this link will re-direct your 
browser to FilePlanet, where you can commence downloading the tools. 
While you’re here, I also recommend downloading the Q3Radiant manual, 
which is available in HTML and Microsoft Word format. The document 
weighs in at a hefty 163 pages and is an invaluable resource for learning 
the ins and outs of Quake III Arena’s primary level editor. 

Download the 7.1MB file “Q3ToolSetup_Dec221999.exe” and save it to 
your desktop. 

Once you've successfully downloaded the tools, double click on 
“Q3ToolSetup_Dec221999.exe.” This will bring up the installation wizard. 
Follow the on-screen instruc- 
tions and when it asks you for 
a destination directory, point 
the tool setup to “C:\Quake3,” 
where you installed the original 
game. It is extremely important 
that you install the tools in the 
same directory as the game. If 





Download the 7.1MB file "D3ToolSetup Dec221999.exe" and 
save it to your desktop. 
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ning will be problematic (to 
say the least). Running this 
install program will create a 
tools directory inside of 
“C:\Quake3” and will also 
place a shortcut to Q3Radiant 
on your desktop. 

Once you've installed the 
tools, browse “My Computer,” 
go to “C:\Quake3\Baseq3,” and 
find the pak0.pk3 file. Use WinZip (www.winzip.com) or a similar decom- 
pression utility to extract this .pk3 file into your C:\Quake3\Baseq3 direc- 
tory. This will unpack all of the game’s textures, sounds and other critical 
files so you can use them within the editor to make your own maps. This 
operation will take several minutes on most machines because the .pk3 
data file is a whopping 400MB in size. 
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Double click the O3Radiant shortcut on 
your desktop. Doing so will bring up a dia- 
logue box where you can set your prefer- 
ences for the editor. 








Into the editor 

Now you have Quake III Arena installed, the tools downloaded and 
installed and the .pk3 file extracted. Double click the Q3Radiant shortcut 
on your desktop. Doing so will bring up a dialogue box where you can set 
your preferences for the editor. Moving from left to right, top to bottom, 
you should have the interface optimized for Quake III and the mouse 
option set to 3-button. There are four options for views/rendering for you 
to choose from. Select the first one, which has the Z checker on the left, 
the X/Y view in the middle, the 3-D view in the upper right and the tex- 
ture field in the lower right. In the *Game Path / Tool Settings / Stuff That 
Wouldn't Fit Anywhere Else" field, make the path “C:\Quake3\ 
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In the texture window, left click on the ConcreteFloorl texture. This will apply the 
texture uniformly to the entire room you have selected 


Quake3.exe." For “Prefab Path," put “C:\Quake3\Tools\Prefabs.” 
Once you've made your selections, click *Ok" and the Q3Radiant editor 
will launch. 

When the editor first loads up, none of the windows will be set up cor- 
rectly. You need to drag the windows around, expand them and place 
them to your liking. Once you have the windows where you want them, 
go to the “Misc” drop down menu, then go to “Colors: Themes:” and 
select Black and Green. Now that you have the editor up and running, go 
to the "File" menu and select "Load Project." Point the dialogue box to 
"C:NQuake3 Scripts," select “quake.qe4” and hit “Open.” Close the editor 
and re-launch it. The editor will remember your preferences from this 
point onward, and you're finally ready to get started on making that map. 





A little brushwork 

The numbers 1 through 7 on your keyboard (not on the num pad) change 
the grid size of the map from one pixel to 64 pixel increments. Press the 
number 6 to make the map grid size 32 pixels. Go to the "Textures" drop 
down menu and select "Base Floor." This will load the Base Floor texture 
set and display it in your texture window. Left click, hold and drag the 
mouse cursor in the X/Y view and make a brush that is 14 grid units (448 
pixels) long and 14 grid units wide. The insert and delete keys will zoom 
the X/Y view in and out so that you have more room to work. Once the 
box is the appropriate size, release the mouse button and you will be free 
to move the cursor around. To re-size the brush, simply move the mouse 
cursor to the outside of the box in the X/Y editing window, left click and 
drag the edges of the brush in or out until you find the proper fit. If you 
make a mistake, you can press the Backspace key while the brush is 























Left click on the texture in the texture view window while 
you have all the walls selected. This will apply the tex- 
ture to all of the selected brushes. 


selected (highlighted in red) and the brush will be 
deleted. 

Once you've successfully created the 448 by 448 
brush, go to the *Z check" window on the left 
side of the editor, left click below the highlighted 
box and drag it down so the bottom of the box is 
at -32 pixels. Left click above the box in the z- 
check window and drag it upwards so the box 
stretches from -32 pixels up to +288 pixels in the 
window. Open the Selection drop down menu at 
the top of the editor, go to CSG and select *Make 
Hollow." There is also a button below the Region 
drop down menu that will accomplish the same 
hollow function. 

This will hollow out the solid box, leaving you 
with a square room that is 384 pixels long by 384 
pixels wide by 256 pixels tall. In the texture win- 
dow, left click on the *ConcreteFloor1" texture. 
This will apply the texture uniformly to the entire 
room you have selected. Press the “Escape” key to 
de-select the room. Once you've deselected the 
room, go to the “File” menu and select “Save As." 
Direct the map to save in “C:\Quake3\Baseq3\, 
Maps” and save it as "test. map." 








Looking and texturing 

Using the Arrow Keys and the D and C keys on 
your keyboard, move the camera in the X/Y view 
inside the room you just made. The forward and 
back arrows move the camera forward and back- 


Once the subtrac- 
tion is completed, 
press the 
Backspace key to 
delete the select- 
ed brush. What 
remains is a wall 
with a 128 by 128 
doorway carved 
into it. 

Now you have two. 
identical rooms, 
mirrored with two 


doorways facing 
one another. 
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Now you have two identical rooms connected by a hallway. 


ward and the left and right arrows allow you to 
turn the camera left and right. Pressing the D key 
will increase the camera’s height and pressing the 
C key will decrease the camera’s height. These six 
keys will allow you to easily move the camera in 
the X/Y view of the map so you can view your 
work in the 3-D window view. To jump the cam- 
era around in the X/Y view, move the cursor to 
where you want the camera to be and then press 
the Control key on your keyboard and the middle 
button on your mouse. Middle clicking your 
mouse in the X/Y view field will also point the 
camera in the direction of the click while the cam- 





= \QUAKE3\TOO! Зпар C:/QURKE3/h 


QUAKE3\TOOLS\\q3nap Т 


A DOS dialogue box will come up and show the progress of the 
BSP, which processes the data from your map and exports it into 
the “C:\Quake3\Baseq3\maps" directory as a .bsp file. 



































Right click in the X/Y view, bring up the entities menu, and select Light. This will 
make a light entity, which will appear in the editor as a green square with an X in it. 


era remains in a stationary position. 

Go to the "Textures" drop down menu and load the *base wall" texture 
set. Select all of the walls in your room with shift and left click in the 3-D 
camera window. You can rotate the camera with the arrow keys to bring 
all the walls into view for selection. Once you have all of the walls select- 
ed, use the scroll bar in the texture window to find an appropriate wall tex- 
ture. For the purposes of this article, try the “Metaltech10final” texture. Left 
Click on the texture in the texture view window while you have all the 
walls selected. This will apply the texture to all of the selected brushes. 








Making a doorway 
In the 3-D camera view, select the wall of your room that is clo: 
buttons at the top of the editor by holding the Shift key and left c 
on the wall. Once you've selected it, press t 
create an exact duplicate of 
you just selected. Move the 
X/Y view, left click, and dra 
the original so the two brus 





icking 
he Spacebar. The editor will 
the wall brush and offset it from the original 


side the selected brush in the 
g the duplicate brush into the exact position of 
hes overlap. In the Z view, left click above the 
brush and drag it downward so the top of the brush is at 128 pixels in 
height. Left click below the brush in the Z view and drag it upward so the 
bottom of the brush is at zero pixels. 

In the X/Y view, drag the brush inward 160 pixels (5 units) from the 
right and 160 pixels (5 units) from the left so what you have remaining is 
à brush that's 128 pixels long, 32 pixels wide and 128 pixels tall. Press the 
*CSG Subtract" button at the top of the editor, which is located below the 
"Region" drop down menu and to the left of the "Hollow" button. This 


mouse cursor in 
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Q3Radiant Tutorials 

[quake3.qeradiant.com/tutorials.shtml] 

A site dedicated to the Q3Radiant level editor and how it works. There are 
detailed instructions on how to do just about anything with the editor from 
making a basic room to doing complex curve applications. 





PlanetQuake Editing 
[www.planetquake.com/quake3/hosted/editing.shtml] 

Information and resources for all things Quake, including tutorials, tools and 
downloadable information for Quake, Quake І! and Quake III Arena 


Comments? Thoughts? Suggestions? E-mail me at 
khoekstra@ravensoft.com and let me know what you think. Good luck! 
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will subtract the selected brush from the solid wall on the north side of 
your room. Once the subtraction is completed, press the Backspace key to 
delete the selected brush. What remains is a wall with a 128 by 128 door- 


way carved into it. Save your map with the “File: Save” menu. 


Someplace to go 

In the X/Y view, create a new brush and drag out the dimensions so it 
encompasses the original room you've built. Go to the “Selection” drop 
down menu, scroll down to “Select” and then choose “Select Complete 
Tall.” This will select everything within the bounds of the brush that you 
just created—select the entire room that you’ve built—and highlight it in 
red. Press the Spacebar to duplicate the room. Move the mouse cursor 
inside the boundaries of the selected room, left click and drag the dupli- 
cate selected room towards the top of the editor, up and away from the 
original room. 

Press the “Z-Axis Rotate” button at the top of the editor just below the 
“Grid” dropdown menu. Press the button again. This will rotate the select- 
ed room (in 90 degree increments) 180 degrees so the doorway of the orig- 
inal room is now facing the doorway of the duplicated room. Line up the 
rooms in the X/Y view so they are parallel to one another and are 192 pix- 
els (or 6 grid units) apart. Press Escape to deselect the room. Now you 
have two identical rooms, mirrored with two doorways facing one anoth- 
er. Save your map with the “File: Save” menu. 

Using the 3-D camera view, select the three wall segments that make up 
the wall with the doorway carved into it in the original room. Move the 
mouse cursor outside the selected brushes in the X/Y view, left click, drag 
and expand them towards the second room until the two rooms meet. 
This will form the first part of a hallway to connect the two rooms togeth- 
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There you have it. Two lighted rooms connected by а hallway successfully imported into the game engine. 


Once the game launches and loads up to the menus, 
press the ~ (tilde) key to bring down the console. 





er. Press Escape to deselect the hallway brushes. 
Select the floor and the ceiling of the original 
room and repeat the procedure, dragging and 
expanding them up towards the second room until 
they touch. Now you have two identical rooms 
connected by a hallway. Save your map with the 
“File: Save” menu. 


Important details 

Inside the original room, right click in the X/Y view 
and you'll bring up the “entities” menu. Go to the 
“Info” tab and then select “Info_Player_Start.” 
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Part 


Selecting this will create a player start spot entity, 
which will appear as a red box in your X/Y and 3- 
D Camera views. Use the Z Check window to move 
the player start spot to the floor level at zero 
height. Deselect the player start spot. Right click in 
the X/Y view, bring up the “entities” menu, and 
select “Light.” This will make a light entity, which 
will appear in the editor as a green square with an 
X in it. Use the Z-checker window to raise or lower 
the height of the light so it sits at 192 pixels off the 
floor. Center the light in the room. Copy the select- 
ed light by pressing the Spacebar and drag the 
duplicated light into the center of the second room. 
Deselect the light with the Escape key and save 
your map with the “File: Save” menu. 

Select the “BSP” drop down menu from the top 





П: Unreal Tournament 


As with Quake III Arena, the first step in making 
maps for Unreal Tournament is to install the 
game. Place the Unreal Tournament CD in your 
CD-ROM drive and let the autorun bring up the 
install screen. From this screen, install the game 
to the directory of your choice (for the purposes of 
this tutorial, I am going to assume that this is 
“C:\UnrealTournament”). You will now need to 
go online and download the latest patch for 
Unreal Tournament, available at 
unreal.epicgames.com. Once at the Unreal 
Technology website, click on the "Downloads" 
link near the top of the left hand panel, and follow 
the links to the patch downloads, or go to blues- 
news.com/files/ut/utpatch436.shtml and download 
it from there. Once you have downloaded the 
patch, install it. 

Now you are ready to begin working on 
your level. 

Open up the “C:\Unreal Tournament” folder in 
Windows Explorer and browse to the “System” 
directory. Once there, you will see the program 
“UnrealEd.exe.” Double-click on this and the 
Unreal Engine Editor will load. After a few seconds, 
the browser window will open, and you are ready 
to get started. 








The basics 
The main editor layout consists of four windows, 
one of displays a 3D representation of your level. 
The other three windows represent the three main 
views that you can see any object in—Front, Side, 
and Top—all of which are labeled by an icon at 
the top of that window, showing an F (Front), T 
(Top), or S (Side) highlighted. The 3D Viewport 
features a cube with highlighted checkerboards. 
You will see, lined up vertically on the right 
side of the screen, a series of icons. These are the 
tools you will need to build a level in UnrealEd. 
The one we are concerned with at the moment is 
the “Cube” tool. This tool is what we will use to 
create both the main rooms and the hallway con- 
necting them. 
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of the editor, scroll down and select “bsp_FullVis.” A DOS dialogue box 
will come up and show the progress of the BSP, which processes the data 
from your тар and exports it into the “C:\Quake3\Baseq3\Maps” directo- 
ry as a .bsp file. In this case, since your map file is saved as “Test,” the 
.bsp file is called “Test.bsp.” 

Once the BSP is finished, minimize the editor and launch Quake III 
Arena from the shortcut on your desktop. Make sure the game CD is in 
your CD-ROM drive. Once the game launches and loads up to the menus, 
press the ~ (tilde) key to bring down the console. Type "sv. pure 0" 
(without the quotes) and hit Enter. 

This console command allows you to load a map that's not part of the 
original .pk3 file. Type “map test" (without the quotes) and hit enter. This 
will load your map into the game. 

There you have it. Two lighted rooms connected by a hallway success- 
fully imported into the game engine. 








Selecting a texture from the texture browser. 


Builder brushes 
Right click on the “Cube” button and a dialog box will open, listing the 
size of the brush in X, Y, and Z. Change all the values from 256 to 512. 
Now left click on the “build” button, and you will see a red cube appear 
in the 3D Viewport (the cube is also represented as a red square in the 
other three Viewports). This is what we call the “Builder Brush,” and it is 
the beginning step for creating all of your world geometry. 

Right click on the Top Viewport and a small menu will open. Left click 
on the “Grid” option, and then click ‘on the “128 Units” value that 
appears. This changes your grid to a spacing of 128 units per gridline. 

Take your mouse cursor and move to a side 
of the Builder Brush in the Top Viewport. Left 
click on one of the sides to select it (you will 
notice that the color of the brush lightens, 
indicating that it is selected). Now click on 
the “Subtract” button, and you will see a 








space appear in the world in the 3D Viewport. "This tooUis what we wilt 
This is how all rooms are created in the use to create both the 
Unreal engine. main rooms and the hall- 

Move the mouse cursor into the Top wauconnecting them: 
Viewport and, holding down both the Control Now, Sekon the 
key and the left mouse button, drag the Builder Subtract” рикоп ала 

S x $ 3 you will see a space 

Brush to the right until there are two grid units appear in the world in 
between the Builder Brush and the Subtract the 3D Viewport. 
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Brush (the yellow brush). Now that the Builder Brush is 256 units away 
from the original room, click on the “Subtract” button again. Now you 
have two identical rooms. 


Lo 


oking around 


You can move the camera around in the 3D Viewport by using the mouse 


in t 
the 


he following manner: Holding down the left mouse button and moving 
mouse will move the camera forwards and back, and turn left and 


right. Holding down the left mouse button and moving the mouse will 


loo 


around without moving the camera. Holding down both the left and 


right mouse buttons will move the camera up and down, and left and right 


wit 


Ad 


hout turning. 


ding a hallway 


Now position the camera in the 3D Viewport so that you can see both 
rooms. Right-click on the “Cube” button again and to begin creating the 





hal 


way between the two rooms. 





Lh. 


them, click on the “Build AU" button 
toolbar. 


Now you need to save your map by 


case, use "TESTI"). 


Once the map has finished saving. y 


top toolbar which will load Unreal Toi 
then your map. 
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[left to right] Once the lights are where you want 


on the top 


clicking on the 


disk button and give your map a filename (in this 


jou can test it 


by using the “Play Map” button at the end of the 


urnament and 


As you did with the brush size when creating the rooms, you now want 





to scale the brush size down—to 256, in fact. Change all 
the 512 values to 256, and click “build.” You will now 
have a Builder Brush that is smaller than the rooms that 
you already created. Move this brush as you did the others, 
but this time you want the brush to be between the two 
rooms. Before you “Subtract” the brush, however, you will 
want to move it down to floor level. Do this by looking in 
the Side or Front Viewports and moving the Builder Brush 
down until the bottom is level with the bottoms of the 
rooms. Now that the hallway is at floor level, “Subtract” it. 
In the 3D Viewport, you should now see two rooms con- 
nected by a hallway. Time to texture and light your level. 


Defining textures and lights 

To texture the level, you need to open the texture browser. 
Click on the “Texture Browser” button on the toolbar at the 
top of the screen. This opens up UnrealEd’s Texture 
Browser, from which you can select textures for the level. 
When the Texture Browser opens, you can load texture 
packages (files with the extension .UTX) using the “File: 
Open” menu. 

Do this now, and scroll until you find the 
“UTTECH1.UTX” package. Once the file has loaded, you 

will need to open the “Group” rollout (the one with the 
word “Base” in it after the package loads), and select 
“Wall.” Now scroll down through the textures using the 
slider, and left-click the texture named “CLIFCONS.” This 
will put a gray border around the texture to let you know 
that it is in use. In the world, select one wall by left-click- 
ing on it (you will see a blue effect on the surface you 
selected), and then hit Control-T to select every surface 

with that texture. Everything will now be selected. Right- 
click on a wall, and at the bottom of the menu that 
appears, click on “Apply Texture: CLIFCONS.” 

The entire level should now be textured. Not very pretty, 
perhaps, but it’s a good start. Adding lights is the next step. 
This part is very simple—rotate your view to look at the 
ceiling of one room, and then left-click near the center of it 
while holding down the L key. You will see a torch appear 
near where you clicked. Repeat this for the next room, and 
you are done. 

If you wish to move the 
lights around, select one by 
right-clicking on it (to select 
multiple lights, hold down 














You will see, lined up verti- 
cally on the right side of the 
screen, a series of icons. 


Control and continue left-clicking on more objects 
to add to the selection) and then move them using 
these controls: Control plus left-click and drag 


moves objects from side to 
right-click and drag moves 


side, Control plus 
objects forward and 


back, and Control plus both mouse buttons moves 
objects up and down. Once the lights are where 


you want them, click on the “Build 


All” button on 


the top toolbar. After a few seconds of calcula- 


tions, you will see the world with 


ighting in the 


3D Viewport, as it will appear in the game. 


Finishing touches 
One more thing, and you’ll be able 





to run about in 


your new creation. You need to add a 
“Playerstart” to the world, so the engine knows 
where to spawn the player. Open the “Actor 


Browser” (the pawn shaped button 





in the top tool- 


bar) and left click on “+ Actor.” This will open 


the subclasses for this object. Now 
“Navigation Point” and do the sam 


scroll down to 
e thing, expos- 


ing more objects. The one you want is 


“Playerstart,” so select that one. 


Once it is highlighted, go back to the 3D 


Viewport and move the camera to 
floor. Hold down the A 
floor somewhere. This will make a 





ook at the 


ey and left click on the 


joystick appear 


on the floor near where you clicked. This is your 


Playerstart, and that completes you 
this tutorial takes it. 
Now you need to save your map 


r level as far as 


by clicking on 


the "Disk" button, and give your map a filename 


(in this case, use “TEST1”). Once t 


e map has fin- 


ished saving, you can test it by using the *Play 


Map" button at the end of the top t 
will load Unreal Tournament and t 
If you wish to play your map from 


oolbar, which 
hen your map. 
within Unreal 





Tournament, just hit the Tab key and type “open 
TEST1.UNR” and it will load your map. 





There you have it. Two lighted 


rooms con- 


nected by a hallway in the Unreal engine. e 
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Kohan: Immortal Sovereigns 


by Bill Hiles 


The Kohan are mostly immortal beings that 
are being reawakened in a world called 
Khaldun. Bereft of memories, the Kohan are 
slowly regaining awareness and the realiza- 
tion that they are locked in a struggle with 
the forces of shadow. In a world fractured 
by squabbling nations and infested with 
critters of evil, the Kohan must bring unity 
and victory for the armies of light... 





Welcome to a rather refreshing breath 
of fresh air in the real-time strategy genre. 
You may think Kohan looks like another 
rehashing of [name your favorite real-time 
strategy game] but the differences are in 
the details. Kohan plays more like a fanta- 
sy miniatures wargame for the PC than 
your usual real-time strategy game. It has 
more in common with Warlords or Fantasy 
General than, say, Warcraft. You manage 
cities and build various upgrades. These in 
turn give you resources that you can use 
to commission and maintain companies of 
soldiers, engineers, settlers (you send 
these out to create new cities; it’s similar 
to Civilization in this respect), and the 
like. Certain units can only be purchased 
after you build specific city upgrades and 
Heroes who can lead your companies have 
to be found in ancient ruins and need gold 
to reawaken. 

The game is about much more than max- 
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imizing resources and throwing a horde of 
units at your foe. There many important 
strategic considerations that you have to 
consider. The terrain that your companies 
are standing on can affect their defensive 
capabilities, their movement rate, their 
viewing range, and their command zone. 
Forests, for example, hinders the visual 
range and command zone but beefs up 


defensive ability. The formation (there are 
four) that you place them in allows you to 
trade off between various characteristics 
such as attack effectiveness, movement 
speed, viewing range, and morale. Speaking 
of morale, if you allow it to drop too low 
during combat, you may find your compa- 
nies in an uncontrollable rout, high-tailing it 
for the nearest friendly city or outpost. You 
also have to think about supply. Each city 
and outpost that you control has a supply 
zone; companies that are *in supply" (their 
zone of control intersects a friendly zone of 
supply) automatically regenerate health and 
recruit replacements for fallen units. 

Zones of command, supply, sight... 
morale, terrain bonuses and penalties, for- 
mations, specialized units... underneath the 
real-time veneer, there's a great little 
wargame running the show. Kohan man- 
ages to put "strategy" back into the genre 
and even make the tactical aspect more 














interesting than just cranking out grunts 
and rushing your opponent. Try an infantry 
rush in Kohan and learn a bitter lesson... 
the defenders in this game have a decided 
edge as they are in supply, probably 
entrenched, and have militia. 

All in all, Kohan looks like a contender 
for best strategy game of the year. The 
demo offers the basic tutorial set and the 
second scenario from the full campaign. 
Jump in and start expanding those zones. 
GENRE Real-time Strategy | ER 
Timegate Studios HER Strategy First 
[www.strategyfirst.com] REQUIREMENTS 
Pentium 233, 64MB RAM 














Wars Battle for No 


Star Wars Battle for Naboo 
In the capital city of Theed, a Trade 
Federation invasion force has landed. Naboo 
is in grave danger and must be protected. As 
Lt. Gavyn Sykes of Naboo’s Royal Security 
Forces, you must navigate the treacherous 
streets of occupied Theed in order to escape 
and form a resistance movement. 

GENRE Action DEVELOPER LucasArts 
PUBLISHER LucasArts [www.lucasarts.com] 
REQUIREMENTS Pentium Il 233, 64MB RAM 
INSTALL SIZE 65MB 


Battlecruiser Millennium 
Ambitious. Complex. Maybe overly so for 
some folks. And it’s the scion of a title with 
more baggage than the Queen Mary on her 
maiden voyage. Neverthless, pay no atten- 
tion to the man behind the curtain, the play 
is the thing and BM offers a whole starship 
to command, with all the micromanagement 
you'd want (or not). Send out the fighters. 
Send out the marines. Heck, lead them 
yourself. Explore strange new worlds up 
close. Experience the power of command. 
GENRE Starship Simulator DEVELOPER 
3000AD, Inc. PUBLISHER 3000AD, Inc. 
[www.3000ad.com] REQUIREMENTS Pentium Il 
300, 64MB RAM, 3D Accelerator 

INSTALL SIZE 166MB 





3 Summoner 7 


Summoner 

Using magical rings, a Summoner calls 
forth demons, dragons and elementals to 
aid him on his quest. Designed at Volition, 
creators of the Descent series, Summoner 
unfolds in a pilgrimage through a lost 
empire, an island cloister, and a forest 
maze while questing for magical rings. The 
demo begins in a forest and continues on to 
the town of Lenele and its sewers. 

GENRE Action/Role-playing DEVELOPER 
Volition PUBLISHER THO [www.summoner.com] 


REQUIREMENTS Pentium Il 300, 64MB RAM, 3D 


Accelerator INSTALL SIZE 133MB 


Triple Play Baseball 

Though they’ve dropped the year from the 
title and completely updated it for the 2001 
baseball season with all the current players, 
statistics, rosters, and schedule, it’s still 
EA’s Triple Play series... love it or leave it. 
Play an exhibition game in the demo to 
“catch the fever.” Play ball! 

GENRE Sports DEVELOPER Treyarch 








To install the demos, place the CD in your CD-ROM 
drive and the interface will automatically load. To 
access the demos, click on the "Demos" icon. Click 
the game you want to install. Additional materials— 
Trailers, the latest version of DirectX (which some 
games require)—can be found by clicking on the 
"Etc." icon. 

If the CD fails to Autoplay, double click on "My 
Computer," double-click your CD-ROM drive (usually 
drive "D") and then double click the CGCD exe- 
cutable file (CGCD.EXE). If you're still having prob- 


| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 








PUBLISHER EA Sports 
[www.tripleplay2001.com] REQUIREMENTS 
Pentium 200, 32MB RAM INSTALL SIZE 47MB 


Evil Islands 

You wake up amongst the ancient ruins of 
an unfamiliar island. All you remember is a 
bizarre vision of a tiny winged creature— 
that’s it. So there you sit, with amnesia, a 





lems, please send a description of the problem along 
with your system configuration to 
cgcdtech@cdmag.com, or mail a letter with the 
same information to the address below. If you have 
a defective CD-ROM, a replacement can be obtained 
by sending the original CD to: 


ATTN: CD replacement 
Computer Games 

63 Millet St. 
Richmond, VT 05477 
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thin piece of leather for armor, and a small 
hunting knife. You start to wander around 
the island looking for people to help you 
solve this peculiar riddle, and thus your 
adventure begins. Have fun. 

SENRE Action/Strategy Г 
interactive PU Fishtan| 
www.nival.com] R 
233, 64MB RAM |: 


Outlive 


Outlive is a real-time strategy game. It 
oasts fairly detailed unit graphics that at 
first glance seem similar to those in 
StarCraft. It also has very appealing build- 
ings, with very good use of light-and-shad- 
ow effects. While the game does have 
remarkable similarities to other real-time 
strategy games, it keeps its independence 
with more advanced scenery, limited espi- 
onage features, and a broader technology 
tree for enhancing units. Enjoy the demo’s 





R Nival 










S Pentium Il 
141MB 











106 


CGM | JUNE 2001 











tutorial and three-level mini campaign. 
GENRE Strategy R Continuum 
Entertainment PU: : Take 2 Interactive 
[www.take2games.com] + 
Pentium 166, 32MB RAM 









Magic: The Gathering Starter 
This is the demo of the tutorial CD-ROM 
that comes with the M:TG Starter Kit. With 
a complete breakdown of gameplay and 
test games to try out, the Starter offers the 
new player a quick way to get up to speed 
with this classic trading card game. 
Gt ER Wizards of the 
ER Wizards of the Coast 
[www.wizards.com] =NTS Pentium, 
16MB RAM INSTALL SIZE 36MB 





VEL 









Adventure Pinball: 
Forgotten Island 

Pinball. Exotic volcanic play using the 
Unreal engine. Balls go zoom! Volcanoes 
spew! Critters scamper across the table! 
Secret locations! Save the island! One table. 
Several balls. Have a good time. 

ENRE Pinball DE )PER Digital Extremes 
PUE ER Electronic Arts 
[www.pinball.ea.com] RE 
200, 64MB RAM INST 





TS Pentium 
Е 38MB 








Starships Unlimited 

A pleasant surprise. Maybe even shocking. 
A come-out-of-nowhere 4x space game that 
actually plays better than most of its more 
ambitious and prettier rivals. Install this 
baby and witness what great gameplay can 








do to elevate a game into the realm of 
must-have. All you wannabe Star 
Emperors, your next best bet for galactic 
conquest has arrived.. 
Space Strategy Dt ApeZone 
ApeZone [www.apezone.com] 
Pentium 133, 32MB RAM 
8MB 








ER 







Combat Command 2 
Danger Forward 

Emphasizing command control and com- 
bined arms, the first volume of the series, 
Danger Forward, focuses on operational 
scale combat in the Mediterranean and on 
the Western Front, from 1940-1945. The 
demo offers one hypothetical scenario 
based on the invasion of Sicily. 

E Wargame DE РЕВ Shrapnel 
Games Р SHER Shrapnel Games 
[www.shrapnelgames.com] 
Pentium 166, 32MB RAM |ì 











Air Command 3 

Here's your chance to play air traffic con- 
troller (ouch). Take command of the air 
space around your busy international air- 
port, direct traffic in and out of your area, 
give permissions for take-offs and land- 
ings—and watch that separation. Let us 
know when you're on duty and we won't 
fly that day. 
Simulation 









2 Shrapnel 
2 Shrapnel Games 

[www.shrapnelgames.com] REQU! 
Pentium, 32MB RAM INSTA 
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Бе playing)this) year, 


PN 


* 


selections? 


What about... 

...Deus Ex as “Game of the Year?" Don't tell me this 

strange cheesy Austin Powers-looking games was better. 
DAntHeGoD :) 


... WWII Online or World Sports Cars for “Games You 
(Think) You Want to Play in 2001"? Does that mean 
none of the writers think they'll be good, or that they just 
forgot those two? 
Yippee38 


...Tribes 2? You folks are out of touch with what's out 
there sometimes, and this total lack of even a mention 
shows it glaringly. 

In the article on marriages in online games (“Virtually 
Married,” CGM 125), you also miss the boat. Gemstone III 
is one of the oldest online multiplayer games for pay has 
had marriages since before Meridian was a concept in 
someone's head. 

These types of mistakes and lack of research on your 
part are why I am going to let my subscription lapse and 
not be renewed. You are definitely too far out of touch. 

William Lessard 





Sacrificed 

I was happy to see that you chose Sacrifice as real-time 
strategy game of the year. I have been playing this game 
for months and simply cannot (nor do I want to) stop. 
It's so different from all other games, yet it's got great 
single- and multiplayer gamplay, graphics and replay 
value—much like Myth back in 1997. I was hoping you 
would give it your overall Game of the Year award—I 
know No One Lives Forever is a fun game, but it isn't 
nearly as revolutionary as Sacrifice. 

Also, what is going on in Jason Cross' mind? On page 
42, he says “I was really disappointed by real-time strate- 
gy games this year. Sure, there were some good ones, but 
no single game grabbed me enough to want to play it to 
completion." Everyone has a right to their own opinion, 
but what is Jason looking for in a real-time strategy 
game? In this last year alone, I played five real-time strat- 


Welcome to the expanded Rebound. In recent months, a few people have 
written in commenting on how... weird this section is in relation to the rest 
of the magazine. It's true; readers are pretty weird, and the letters reflect 
that weirdness. But the truth of the matter is, we don't get nearly as many 
"normal" letters. So if you'd like to see more "normal" or serious letters, fire 
up your favorite e-mail program and compose a brilliant essay on why 
Daikatana was the best game of 2000. On to April... what's wrong with you 
people? Where were the letters of outrage over our award winners, or ones 
telling us which awful games we missed in our "Worst of 2000" list? 
Sheesh. Does this mean the majority of you actually agreed with all our 


egy games that blew me away: Sacrifice, Ground Control, 
Earth 2150, Homeworld Cataclysm and Age of Kings. 
Because of these games, I'd have to say that 2000 was 
the best year for real-time strategy games ever. 
Perhaps Jason was the person who wrote that glowing 
review of The Untouchable... 
Rob Berkowitz 


We try not to give much thought about what's going on in Jason 
Cross’ mind. -ed 


The return of Phil 

I am writing about my own letter that was in issue 123 
that shocked a few people. I think I was just misunder- 
stood. What I was trying to say was that gore isn't good, 
but that it just isn't that big of a deal. Sure, I may have 
exaggerated some things, but... well, to me, an ideal 
game could be chasing Barney the purple dinosaur or 
hacking disturbed aliens to bits. For me, it makes no dif- 
ference. That is what I was trying to say. 

So this is somewhat of an apology to all of those 
stunned readers of the numero uno greatest magazine in 
the world. 

Phil Neumann 


A brother speaks 
After reading the letter to the editor by Phil Neumann in 
issue 123 and three responses sent in by other readers in 
response to the letter touting the value of gore and lan- 
guage in a game, I was shocked. To see this sort of a let- 
ter coming from an eleven year old does indeed show the 
culture of violence that has developed in our country, but 
I don't believe that your magazine has any right to 
declare their fear of Phil Neumann, as they are as much 
to blame for his opinions as he is. 
The first issue of your magazine that I skimmed 
through back in 1997 was full of gore and violence, 
including a full page add for Myth: The Fallen Lords 
trumpeting how fulfilling it is to hack a dwarf to pieces. 
Your magazine just comes short of selling handguns in 
the back. I am not a frequent reader of your magazine or 
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even one to play computer games much, and my only 
relation this specific letter is that I’m Phil Neumann’s 
brother. It may not be your fault that there is violence in 
video games, but you definitely are not part of the solu- 
tion. You obviously know that children will be reading 
your magazine since you don’t appear to be stupid, so 
you either publish these adds because you don't care or 
you need the money. After this last tragic shooting in San 
Diego I really hope that you look back through your own 
pages before making some wisecrack about the youth in 
this country. 

Klaus Neumann 


If there were known, measurable causal relationships between 
viewing violence in an advertisement and committing actual vio- 
lence in the "real world," this might be an issue. Also, if some- 
one is concerned about this issue, why is an 11-year old reading 
this magazine without, say, an older sibling or parent screening it 
for appropriate content? And while shootings like the one in San 
Diego are tragic, the issues involved are complex, ranging from 
economics, peer pressure, adolescence, poor parenting, gun 
availability to yes, the media. To single out any one of these, 
without considering the cumulative influence of them all, is both 
irresponsible and dangerous. -ed 


Really long letter 

Sigh... is it just me, or are Americans getting stupider? In 
the past two issues of your magazine (March and April), 
you've printed a letter in each from a few probably well- 
meaning but ultimately misguided people. In the March 
2001 issue, the letter finished with a statement saying 
that magazines like yours should be *censored" and kept 
away from impressionable children, and in the April 
issue, the writer said something to the same effect, where 
he/she planned to take the magazine to a congressman to 
see if something could be done to stop it. This is annoy- 
ing for a variety of reasons. First of all, as you correctly 
stated, your magazine is not intended to be read by chil- 
dren, just as many of the games you talk about are not 
intended to be played by children. I am a 24-year-old, 
esponsible, married guy with a full-time job and many 
omputer games. I enjoy everything from racing games 
nd strategy games to first-person shooters. It annoys me 
hat there are so many people who are saying that the 
overnment should step in and censor computer games 
ecause they're afraid of what the games will do to chil- 
ren. I am not an insensitive person, and I agree that 
ildren should not be playing games like Soldier of 
Fortune and Kingpin, but do they really believe that gov- 
ernment censorship is the answer to their problems? 

And why do people seem to think that we computer 
gamers are disguising the true nature of our hobby from 
the world? The games we play can be found at almost 
any mall electronics store, and the magazines are on 
many newsstands. It's not like we're hiding anything. It's 
not like computer game companies are secretly aiming 
games at children. After all, we have a widely used rat- 
ings system and descriptions of any questionable content 
on the backs of the boxes (usually). I’ve even been card- 
ed when buying some of the more violent games (like the 
aforementioned Kingpin) at my local EB, even though I 
couldn't possibly pass for someone under 17. I believe 
that adults have a right to play the games we want to 
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play, as long as we’re not causing harm to anybody. It 
disturbs me when I see frantic parents on the news talk- 
ing about how the government needs to stop companies 
from making these games (usually citing a few mean- 
spirited games, like Carmageddon, Postal, and Grand 
Theft Auto). 

Censorship is never a good idea, people. Do we really 
want the government regulating the content in our 
entertainment? Some people, who have moral objections 
to that content and are unwilling to recognize other 
people’s God-given rights to enjoy it, may say, “Yes,” 
but it’s a stupid idea. If we allow the government to 
decide the level of violent content in a computer game, 
what will stop them from regulating other content, like 
forcing directors to make their movies less violent, or 
less anti-government? 

I say that if you people really want to keep computer 
games out of children’s hands, there are other, less dras- 
tic steps you can take. Why not ask EB and other stores 
to start carding gamers when attempting to buy some of 
the more violent games? Or simply keep better track of 
what your children are buying? Or hey, how about this 
idea? Why don’t you get to the true source of the prob- 
lem with children and violence and cultivate a more com- 
municative, open relationship with your kids, educating 
them about the dangers of firearms and everything else 
you have a moral objection to? Why do these people 
expect the entertainment industry to act as a moral guide 
to their kids? And why is it only in computer game maga- 
zines that I’ve seen an approach like this suggested? 
Maybe we truly are the smarter group in this country. 
We're the only ones who aren't pointing fingers at enter- 
tainment instead of recognizing that the problem lies in 
the fact that parents simply don’t care enough about 
what their kids are doing, or are too busy to care. 

I'm tired of watching idiots on TV complaining about 
violence in entertainment, and the morons in the scientif- 
ic community using very un-scientifically sound methods 
to come up with *proof" tying computer games with vio- 
lent behavior. And I'm tired of not hearing a voice of rea- 
son amid all the idiotic babble. 








John Shipley 


Turing Test 
In the April issue of Computer Games, the article on Black 
& White mentioned that Molyneux was trying to get the 
AI to pass the Turing Test. This test is described only as 
one that no AI has ever passed, but does not say what 
the test is. I would love to know. 

Mike Knapp 


In order to pass the Turing test, an Al must be indistinguishable 
from a human operator. -ed 


See, people like us 
Just wanted to tell you all how much I enjoy the print 
magazine. The columns and reviews (hardware and soft- 
ware) are spectacular. Expect further subscriptions from 
me and keep up the great work. 

Tim Generatao 


... and another 
I think your magazine is great, and read it to find out 








e 





what new games I should or shouldn't 
buy. I have saved some money by reading 
your reviews first and look forward to it 
every month. 
Your remarks under the screenshots are 
hilarious and your articles are well written 
and informative. Cindy Yans always has 
excellent articles about the online games 
(of which I no longer play), but I do enjoy 
her articles. 
There's nothing wrong with the maga- 
zine as far as І can see. I am a 44 year old 
who is addicted to computer games. My 
daughter is an adult now, but if I had 
younger children, I would definitely use the 
magazine to check out the games they were 
interested in before I bought them. 
Anyways, keep up the good work. You 
save me moolah and make me laugh. 
Diane Offley 





Sticky fingers 
Your magazine is top notch for game 
reviews, and is read by many people in the 
game development industry. Please help me 
communicate with them via your publica- 
tion. I have come to the conclusion that 
many game developers do not have chil- 
dren. Who in their right mind would create 
a game for children that cannot run without 
the game CD in the drive? A child, sticky 
fingers, short attention span, and an operat- 
ing system message of “please insert disk 
labeled..." is a parent's worst nightmare. 
Bradley J. Porter 


Game developers don't even date, much less have 
kids. However, consider your message communi- 
cated. -ed 


Right 

just would like to know, are some of 
these nonconformist prepubescent wags 
daunting on their gangroins? I hear the 
nonflagrant prethelic schmendrics have 
etheletic poodlebottoms. Just as the pro- 
atic schmeckle has palliated the stumptac- 
ular medicine man, these jaunting jockent 
conflagrations have floined our nation. I 
can't believe some of these malodorous 
azelnuts have joined the Judean People's 
Front, it is appalling. How can you let some 
of the quadramtical zanzabar's prooposes 
get through the flakent book check? I just 
hope that next time you can durent the 
courage to keep ogres like "turdburglar" 
and “schnooklebutte” out of the read'in 
zone-monger because next time I will moot 
your whole booglepoo! 





Andy Christopher 


This is your brain on drugs. -ed 





ON SALE 
06.12.01 


COMING SOON 


You asked for it, you got it! 


TUNING 


WINDOWS 


"OR GAMES 
2.0 


The ultimate guide to getting the most of 
your current system, with tips and tricks 
from the pros. Optimize your system, free up 
more memory, get a few extra frames per 
second... it's all good. 


THIS IS ONE SEQUEL 
YOU WON'T WANT TO MISS. 
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its anybody's game 


The neither here nor there of vaporware 





The Jargon Dictionary defines vaporware as "Products 
announced far in advance of any release (which may or may 
not actually take place)." We're very used to this concept. 
Game development often takes more time than anyone ever 
expected ,with varying results. Look at Black & White. Look at 
Daikatana (or not). 

And now... not presenting: WarCraft III, not brought to you 
by Blizzard Entertainment! Also not presenting: Morrowind, not 
sponsored by Bethesda Softworks! Also not presenting: Duke 
Nukem Forever, not being developed by 3D Realms! And finally, 
not presenting Exile Forever, not brought to you by Will Lee. Which one of 
these is different? 

If you said Exile Forever, give yourself a hand job. Yes, that puppy is 
probably an example of a game that will fulfill the “may not actually take 
place” clause of our above definition. Will we see the others? Sure we will. 
The question is when? 

The proliferation of potentially fully-unrealized vaporware is astounding, 


44 Before, during and 
after the success of EverQuest, Asheron's 
Call, and Ultima Online (may its sequel rest 
in peace), the MMORPG became one band- 
wagon that everybody wanted to jump on. 


And they did. And they do. PP 


though, especially in the area of massively multiplayer online role-playing 
games. If you keep tabs on the number of online RPGs in varying stages of 
undress nowadays, you'll see that there are approximately 114. Before, dur- 
ing, and after the success of EverQuest, Asheron’s Call, and Ultima Online 
(may its sequel rest in peace), the MMORPG became one bandwagon that 
everybody wanted to jump on. And they did. And they do. 

The sad part is that although the masterminds behind these projects 
believe that, sure, they can make a game just as good as or better than 
Microsoft/Turbine, Sony/Verant, or EA/Origin, the fact of the matter is 
that they can’t. There’s no way that an up-and-coming independent devel- 
oper without any track record is going to bring enough experience to the 
table to handle the extremely complicated and demanding tasks of not only 
designing a compelling gameworld, but creating continuous, random, and 
room-based map structures, networking servers, handling intelligent data 
distribution, etc. But we won't tell them. 

Someone with experience, however? That may be a different story. 
Planescape: Torment designer Guido Henkel is working with a startup 
called eMusement, Inc. They are working on a...guess what? When asked 
how he feels about potential saturation in said market, he smiled slyly, 
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stating, "I'm not scared." 

Winner of the 2000 Independent Game 
Developer Award for Best Game, Nexon's 
Shattered Galaxy, is also not scared. It has 
Dark Ages behind it—and although we can 
argue that Dark Ages is no EverQuest, it is 
commercial and it serves as a springboard. 

A company that is scared, however, is 
Maximum Charisma Studios. It recently 
attempted one of the cheesiest PR ploys I've 
seen in a long time. It bombarded the media 
with press releases denying rumors that its 
Fighting Legends game had anything at all to 
do with "the news that Electronic Arts had 
nixed the Ultima Online sequel followed by 
Infogrames' decision to pull out of Dungeons 
and Dragons Online..." Phew, well that's a 
relief. I was certain that wild public interest in 
Fighting Legends had killed off the Ultima: 
Origin game. In fact, a colleague said he has 
heard from reliable sources that Guardians: 
Agents of Justice was canned 
because they figured Maximum 
Charisma would be completely domi- 
nating the market by now. 

People write us all the time to tell 
us about this new RPG and that new 
RPG, and all we can do is sigh. As 
for Exile Forever, the most recent 
entry (at this writing) on its news 
page states: “Development will be 
slowed down for a time because of 
health problems on my end. My 
hands are ‘overworked,’ according to 
my doctor, resulting in inflammation 
of my tendons, numbness and tin- 
gling in my fingers, and some mea- 
sure of pain. I’ll update when I feel better.” 
And I feel bad about that, no sarcasm intend- 
ed. But it does clearly illustrate that while 
independent developers may make a hobby 
out of dreaming up an online RPG, numbness 
and tingling are way more likely to result than 
a well-oiled gameworld that serves half a mil- 
lion people. 

That is not to say that the Acheas Legacys, 
BloodLores, Dawns and Shadowstar Milleniums 
of the world should throw in the towel—not at 
all—because this is indeed a fickle industry, 
and a working prototype could very well be 
their meal ticket someday. And they can clutch 
it in a tenuous grasp as EverQuest is laughing 
all the way to the bank. € 
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crunch time 


The last hours of Tropico 


Today is March 18, 2001. Our upcoming game, Tropico, is scheduled to 
Gold Master in 19 days and three hours. I’ve had one day off (a Sunday) 
in the last 70 days. Crunch time has hit hard. Yesterday was a Saturday, 
St. Patrick's Day. At 10:00 PM, I wasn’t drinking green beer—I was eyeing 
various green breads and green snacks in our office refrigerator (no food 
coloring was involved), fig- 
uring out my late night 
snack before programming 
some more. 

The end-process for game 
development is unlike that 
of any other major entertain- 
ment medium. Those work- 








ing on movies, music, books 
and the like certainly feel 





pressure to finish, but those 
are all quite different— 
they're all analog mediums. 

















If a book's author makes a 
grammatical mistake on 
page 154, it doesn't prevent 




















The highly sophisti- 
cated scheduling 
system for Tropico's 
crunch time. 





the reader from reading 
pages 155 through the end- 
ing. Authors can even be 
alcoholics (I think that was 
a pre-requisite in the 60s). Unfortunately, for us computer programmers, 
programming bug-free code is just barely possible while sober—one 
Coors Light and it's all over. 

After a dozen or more people have worked on a computer game for 
two or three years, it is entirely possible (and happens often) that a cou- 
ple of mistakes in the final game—no worse than a grammar error— 


44 Insane hours at 


the end of a project aren't healthy for the 
developers or the game—these are the 
conditions that often lead to the glaring 


and easily fixable bugs that are so 


common in games (especially those 


rushed out before Christmas). 9» 


cripple the game in key ways and doom it to failure. Myth II was released 
with a single obscure (but potentially severe) bug in it's de-installer—the 
game had to be recalled by its small independent publisher, at a cost of 
close to a million dollars, and the re-issued, fixed version never quite 
recovered the lost momentum. Sin, a much hyped product of some very 
talented people, failed commercially when the game was pushed out the 
door a week or two early, with a few key unresolved bugs. 

These are the nightmares that kept me working here so late last night, 
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and will keep me here for another 19 nights. 
And on the 20 night... well I won’t be drink- 
ing Coors Light, that’s for sure. 

Insane hours at the end of a project aren’t 
healthy for the developers or the game— 
these are the conditions that often lead to the 
glaring and easily fixable bugs that are so 
common in games (especially those rushed 
out before Christmas). The obvious solution 
seems to be to add a month or so to the 
development schedule, essentially padding 
the project for final polishing. 

Unfortunately, there are only two unbreak- 
able rules to project scheduling: 


1) The project always takes two months 
longer than expected. 

2) Rule #1 is true even if you take it into 
account when creating the schedule. 


Even games given much longer than the 
average development cycle often seem rushed 
at the end. Daikatana famously went two and 
a half years past its target release date and 
was still buggier than a 4th of July picnic. 
Messiah, Ultima IX Ascension, and 
Battlecruiser 3000AD all went well past origi- 
nal release dates, and all still shipped buggy 
and in most cases sold poorly. 

Despite the evidence that games are always 
late and rushed at the end, developers are per- 
petually optimistic, and I think this is the root 
of the problem. Developers don't want to cut 
the last few precious features and start wind- 
ing the game down for release. They keep 
adding new stuff (and potentially breaking old 
stuff), right up until a month or so before the 
release. Then they try to get all the pieces to 
work together, and to get the game balanced, 
in just a few weeks. They expect their source 
code to be perfect and that everything will just 
work, but of course, it never does. 

The flip side of this is that the majority of 
games do wrap up well—the only real dam- 
age done by crunch time is the loss of sleep 
and mental health of the developers. As 
badly pressured as I feel now, the end of 
Railroad Tycoon II was even worse—I worked 
138 straight days to get that one out the 
door. Tropico isn't quite done, but it's very 
close. We've sent the last few betas to multi- 
ple outsiders, and have gotten rave feedback. 
The crunch time is unpleasant, but worth- 
while, overall. 

And for the game after Tropico, we're going 
to have a steady, evenly-paced schedule with 
no crunch time. Really. I mean it this time. e 
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eg e p e 
i'm goin' in 
A brief guide to the joys of E3 


Every year at about this time, the press returns to the Electronic 
Entertainment Expo, also known as E3. Once there, they will be assaulted 
with lights, noise, and breasts until all sense is knocked out of their heads. 
They will then write things like this: the graphics in Halo are "rumored to 
be the most realistic ever...Cool!” This was part of Time magazine's cover- 
age of last year's E3. Incidentally, this is the same Tirne magazine that 
won the National Media Award from the American Society of Colon and 
Rectal Surgeons for their cover story on Katie Couric's televised colon 
exam. That coverage did not end with the exclamation that Couric's rec- 
tum was "cool!" 

The purpose of E3 is to give game publishers a venue to compete with 
other game publishers to attract attention from the sales forces of the 
major stores and the media. The rest of the year, their public relations 
folks do this with phone calls and press releases, but E3 gives them the 
opportunity to fly out to Los Angeles to do it from expensive booths where 
these poor PR folks yell themselves hoarse trying to get the attention of 
shell-shocked press guys deafened by the roar of Electronic Arts’ endlessly 


dd It's not unlike a 


hog-calling contest at the state fair, but 
instead of calling hogs, they call members 


of the press. PP 


looping trailers for the latest annual iteration of some sports game. 

It's not unlike a hog-calling contest at the state fair, but instead of call- 
ing hogs, they call members of the press. Once they catch them, they show 
them brief non-interactive demos that took the developer a month to 
make, during which all work on the actual game was suspended. Then the 
press guys are tagged with a T-shirt or baseball cap and released back into 
their natural habitat. The average media guy comes away with more 
wardrobe than insight, which is why things like Time’s coverage— 
"Cool!"—get written. Time has covered wars, elections, and Katie Couric's 
colon, but even they can’t muster intelligent commentary on E3. 

Since I’ve been to every E3, maybe I can help. For instance, “A strong 
storyline” means “We blew a lot of our budget on cutscenes.” “Jaw-drop- 
ping graphics” means “We licensed someone else’s engine.” “State-of-the- 
art graphics” means “We couldn’t afford to license someone else’s engine.” 
“An emphasis on gameplay” means “The graphics are bad.” 

“White knuckle action” means something different depending on the 
genre. In a real time strategy game, it means “There is no variable speed.” 
In a first person shooter, it means “Enemies will respawn.” 


REFalute 


“An AI that learns from the player” means 
“You have to play a long time before you real- 
ize the Al is bad.” “Neural net” means “The 
Al is bad but complicated.” “Built from the 
ground up for multiplayer” means “There is 
no AI.” 

“Dynamic lighting” means “You will have 
to turn off features to get a smooth frame 
rate.” “Life-like characters” means “We paid 
for motion capture, so we're going to use it no 
matter how bad it looks.” 

“Redefines the genre” means “It’s a 
RTS/FPS/driving game with RPG elements.” 
“Revolutionary” means “It has RPG elements 
and is fully 3D.” “Fully 3D” means “It runs 
slow.” “Realistic” means “Hard enough that 
you have to read the manual.” “Real-world 
physics” means “You can throw things.” 
“Accessible to casual gamers” means “There is 
no manual.” “Streamlined interface” means 
“There are no hot keys.” “Challenging” means 
“You can only save between missions.” 

“A budget title" means “A game you'll get 
bored of in less than two hours.” “Epic game- 
play" means “It’s so long you'll move on to 
another game long before you’ve finished.” 

I hope this helps. And in case you're won- 
dering, yeah, I'll be there. I'll be as incoherent 
as the next guy. I'm just as liable to parrot 
whatever the friendly PR fellow screams into 
my ear over the din of some live World 
Wrestling Federation demo competing with 
the Max Payne cinematic/demo splayed across 
а 30-foot wide screen. I'll stare at the models 
while pretending not to, just like anyone else 
with a shred of something that resembles dig- 
nity. ГЇЇ gawk at the giant Pikachu sitting like 
à colossus astride Nintendo's booth, which 
will be a *booth" in the same sense that the 
Titanic is a "boat." And when it's all said and 
done, I'll sit down to write something and stuff 
like this will tumble out: "Warcraft III will 
have a strong storyline, Unreal II will redefine 
the genre, and Halo will have state-of-the-art 
graphics." And, of course, "Cool!" e 
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LL" DIMENSION" 8100 Series _ 


Cutting-Edge Technology 

п Intel® Pentium® 4 Processor at 1.5GHz 

= 128MB RDRAM 

m 20GB' Ultra ATA Hard Drive 

m 17" (16.0" vis, .26dp) M781s FD Trinitron* Monitor 
m 32MB NVIDIA® GeForce2 MX 4X AGP Graphics 

= 48X Max CD-ROM Drive 

m harman/kardon” Speakers 

m SoundBlaster 64V PCI LC Sound Card 

m 56K Capable* PCI Telephony Modem 

m MS* Works Suite 2001 п MS* Windows® Me 

и 1-Yr Limited Warranty? m 1-Yr At-Home Service* 

п 1 Year of DellNet™ by MSN" Internet Access" Included 








The Dell" Dimension" 8100 
with a 1.5GHz processor. Feel the power. 


Simply stated, the Intel® Pentium® 4 processor delivers mind- 
boggling processing speed. Need to know more? (There 
are always a few who do.) The 8100 features dual-channel 
RDRAM with memory up to 1GB, a 400MHz system bus 
and a built-in ATA/100 hard drive interface. Yes, it's a bit 
lonely having a PC like this. But you'll get used to it. 
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Dell PCs use genuine Microsoft Windows 
www.microsoft.com/piracy/howtotell 


for newer 
technology, you’d 


need government 
clearance. 





Dell’s latest and greatest technology can be yours 
with or without the background check. 


So you forgot to return a few library books and couldn't get into the FBI 
Academy. Well, here at Dell’) we don't discriminate. All of our customers 
are afforded the latest and greatest technology. Like the Inspiron™ 8000 
with unbelievably smooth, clean graphics - it's the ultimate balance of 
uncompromising performance and mobility. And, of course, we have all of 
the latest in printers, scanners and software. So call on us to help build 
your perfect system or choose from one of the great systems below 


Even easier than getting a library card. 


DELL" NOTEBOOKS: 
DELL" INSPIRON ™ 4000 


Thin and Light 


m Intel® Pentium’ Ill Processor at 7OOMHz 
Featuring Intel® SpeedStep” Technology 

m 14.1" XGA TFT Display 

m 64MB 100MHz SDRAM. 

m 5GB' Ultra ATA Hard Drive 

m Modular 24X Max CD-ROM Drive 

= 8MB ATI* Rage Mobility" 128 30° 2X AGP Video 

п 56K Capable* FaxModem 

m 26.5WHr Li-lon Battery with ExpressCharge 
Technology 

и MS* Works Suite 2001 ш MS” Windows® Me 

m 1-Yr Limited Warranty’ в 1-Yr Mail-in Service 

= 1 Year of DellNet" by MSN' Internet 
Access" Included 
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DELL™ INSPIRO 





Multimedia Mobile Desktop 


п Intel® Pentium® IIl Processor at 700MHz 

m 15" Super XGA+ TFT Display 

= 128MB 100MHz SDRAM 

m 10GB' Ultra ATA Hard Drive 

и Fixed 8X Max DVD-ROM Drive 

m 32MB NVIDIA* GeForce2 MX 4X AGP Graphics 

п Internal 56K Capable* FaxModem 

m 59WHr Li-lon Battery 

m harman/kardon* Audio 

m MS* Works Suite 2001 ш MS* Windows® Me 

m 1-Yr Limited Warranty 

m 1-Yr Mail-in Service 

= 1 Year of DellNet™ by MSN' Internet 
Access" Included 
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Dell™ Inspiron™ 8000 Notebook 


DELL” INSPIRON™ 8000 





Multimedia Mobile Desktop 


= Intel® Pentium’ IIl Processor at 1GHz 

m 15" Super XGA+ TFT Display 

m 128MB 100MHz SDRAM 

m 20GB' Ultra ATA Hard Drive 

a Fixed 8X Max DVD-ROM Drive 

m 32MB NVIDIA” GeForce2 MX 4X AGP Graphics 

п Internal 56K Capable* FaxModem 

m 59WHr Li-lon Battery 

m harman/kardon* Audio 

m MS* Works Suite 2001 = MS* Windows® Me 

= 1-Yr Limited Warranty 

и 1-Yr Mail-in Service 

= 1 Year of DellNet" by MSN” Internet 
Access" Included 
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DELL™ DESKTOPS: 





DELL” DIMENSION | series 





Affordable Desktop Solution 


п Intel® Pentium® IIl Processor at 933MHz 

и 64MB SDRAM at 100MHz 

m 20GB' Ultra ATA Hard Drive 

m 15" (13.8" vis) E551 Monitor 

п Intel® 3D* AGP Graphics 

1 48X Max CD-ROM Drive 

m SoundBlaster 64V PCI LC Sound Card 

m harman/kardon* Speakers 

п 56K Capable* PCI DataFax Modem 

и MS* Works Suite 2001 = MS* Windows* Me 


и 1-Yr Limited Warranty’ ш 1-Yr At-Home Service‘ 


m 1 Year of DellNet" by MSN* Internet 
Access" Included 


$799.....$24......... 


No payments for 90 days. E-VALUE Code: 89097-500507 





DELL" DIMENSION™ 8100 series 





Cutting-Edge Technology 


п Intel® Pentium® 4 Processor at 1.3GHz 

m 128MB RDRAM 

m 40GB' Ultra ATA/100 Hard Drive (7200 RPM) 

m 17" (16.0" vis, .26dp) M781s Monitor 

m 32MB NVIDIA” GeForce2 MX 4X AGP Graphics 

и 8X/4X/32X Max CD-RW Drive 

= SB Live! Value Digital 

m Harman Kardon” HK-695 Surround Sound 
Speakers with Subwoofer 

m 56K Capable* PCI Telephony Modem 

m MS* Works Suite 2001 ш MS* Windows® Me 


m 1-Yr Limited Warranty’ m 1-Yr At-Home Service* 


m 1 Year of DellNet™ by MSN' Internet 
Access" Included 


$1699......551....... 


No payments for 90 days. E-VALUE Code: 89097-500516 


DELL" SOLUTIONS: 
SOFTWARE & ACCESSORIES 


Printers: 

= Epson” Stylus 777 Color Printer, add $99 

m HP* DeskJet” 952C, add $149 after $50 
HP* Mail-in Rebate? (Reg. $199) 

Scanner: 


m HP* ScanJet” 4300Cse, add $99 after $50 
HP® Mail-in Rebate? (Reg. $149) 


Power Protection: 
п APC Pro8T2 SurgeArrest, add $39 


Software: 

= Extreme Game Pack 
(Dimension™ only)? add $99 

m Family Game Раск? add $99 

















DELL" DIMENSION" 4100 Series 


Advanced Performance, Smart Value 


п Intel® Pentium” IIl Processor at 1GHz 
m 64MB SDRAM at 133MHz 
m 20GB' Ultra ATA Hard Drive 
m 17" (16.0" vis, .28dp) E770 Monitor 
m 16MB ATI” Rage" Pro 
m 8X/4X/32X Max CD-RW/DVD-ROM Combo Drive 
m SoundBlaster 64V PCI LC Sound Card 
m harman/kardon” Speakers 
m 56K Capable® PCI Telephony Modem 
m М5° Works Suite 2001 = MS* Windows® Me 
m 1-Yr Limited Warranty’ m 1-Yr At-Home Service* 
m 1 Year of DellNet™ by MSN' Internet 
Access” Included 


$1199.....536..... 


No payments for 90 days. E-VALUE Code: 89097-500511b 





DELL" DIMENSION" 8100 Series 





Cutting-Edge Performance 


п Intel® Pentium’ 4 Processor at 1.4GHz 

и 128MB RDRAM 

= 60GB' Ultra ATA/100 Hard Drive (7200 RPM) 

m 19" (18.0" vis, .26dp) M991 Monitor 

m 32MB DDR ATI* Radeon" 4X AGP Graphics 

= NEW 16X Max DVD-ROM Drive 

= SB Live! Value Digital 

m Harman Kardon* HK-695 Surround Sound 
Speakers with Subwoofer 

m 56K Capable® PCI Telephony Modem 

m MS* Works Suite 2001 ш MS* Windows® Me 

и 1-Yr Limited Warranty’ в 1- Yr At-Home Service* 

= 1 Year of DellNet™ by MSN” Internet 
Access" Included 

m APC Pro8T2 SurgeArrest Surge Protector 


$1999.....560...... 


No payments for 90 days. E-VALUE Code: 89097-500519 


FINANCING & SE 





ICES 


Payment Solutions: 

9 Dell" Monthly Purchase Plan - Enjoy easy- 
to-budget, low monthly payments. Qualified 
customers can choose to make no payments 
for 90 days. 


Dimension" Desktop Service Upgrades: 

m Upgrade Dimension" Desktops 1-Yr Ltd Warranty; 
1-Yr At-Home Service' to Premier 3-Yr At-Home 
Service; add $119 


Inspiron" Notebook Service Upgrades: 

m Upgrade Inspiron™ Notebooks with 1-Yr Ltd 
Warranty? and 1-Yr Mail-in Service to: 

—8-Yr Warranty’ and 3-Yr Mail-in Service, add $99 

-= 3-Үг Warranty’ and 3-Yr On-Site Service; add $219 





pentium:/// 


Telephone access (call your phone 
co. for details) and other surcharges 
for access may apply. Must register 
within 30 days of receiving computer 
and accept DellNet/MSN Terms of 
Service You onthly 
peri od. 
time 
rs only in 
e over 18 
ji 1 credit card 
Limited time offer. “Monthly payment 
based on 13.99% APR FOR ФША IFIED 
CUSTOMERS. OFFER VARIES BY 
CREDITWORTHINESS OF CUSTOMER 
AS DETERMINED BY LENDER, Under 
90 Days Same As Cash feature, interest 
accrues during first 90 days if balance 
not paid within 90 days. Customers 
not eligible for 90 Days Same As 
Cash feature may be offered standard 
48-month financing with APRs ranging 
from 16.99% to 23.99%. Example 
$1,650 purchase price, at 18.99%, 48 
monthly payments at $50. Taxes and 
shipping charges extra, and vary. 
From American investment Bank, 
N.A. to U.S. residents with approved 
credit. Availability may be limited in 
some states, Limited time offer 
Prices, specifications, availability and terms of 
offers may change without notice. Taxes and 
shipping charges extra, and may vary. Valid for 
0.5. Dell Home Systems Company new purchases 
only. ‘For a copy of our Guarantees or Limited 
Warranties, write Dell USA L.P., Attn: Warranties, 
One Deli Way, Round Rock, Texas 78682, ‘At-Home 
or On-Site service provided via third-party contract 
with customer. Technician will be dispatched, if 
ased troubleshooting. 
ay service, Dell must 
vice provider before 5 pm (customer's 
time). Availability varies. Other conditions apply. 
For hard drives, GB means 1 billion bytes; accessible 
capacity varies with operating environment. 
Download speeds limited to 53КЫрѕ. Upload 
speeds are less (about 30Kbps) and vary by 
modem manufacturer and line conditions. Analog 
phone line and compatible server required. 
"Software, packaging or documentation may differ 
from retail versions. "For rebate details and 
coupons, cali 800-728-9665 for HP. System and 
monitor purchase may be required for rebate. 
Intel, the Intel Inside logo and Pentium are 
registered trademarks, and Intel SpeedStep is a 
trademark of Intel Corporation. MS, Microsoft, 
MSN and Windows are registered trademarks 
of Microsoft Corporation. HP and DeskJet 
are registered trademarks of Hewlett-Packard 
Corporation. Trinitron is a registered trademark 
of Sony Corporation. Dell cannot be held respon 
sible for errors in typography or photography. 
©2001 Dell Computer Corporation. All rights reserved 
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A New Era 
Has Begun... 


Cossacks - European Wars is 
a historical real-time strategy 
game based on events during 
the XVI-XVIII centuries in 
Europe when nations and 
states were created and 
demolished, gold was turned 
into vast armies, and never 
ending wars shed oceans of 
blood. 


Features: 


* Huge battles up to 8000 units 

* 16 rivaling nations with their 
own distinct graphics, . 
economics and technical 
development 

* More than 85 real historical 
large-scale wars and battles 

* Ahuge technological hierarchy 
of more than 300 upgrades 

* Unlimited variety of tactical 
and strategic methods of land 
or sea warfare 

* Full 3D landscape with real 
world physics 

* Up to 7 players in multiplayer 
mode (Internet/LAN/Gamespy) 


“Authentic and 


visually captivating..." 
-Gamespot- 


“Thrilling... 
Sweeping... 
Glorious!” 
-John Lee (NextGen)- 





In Stores Now! 
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